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TREK GENERATI 


Who wants some Wang! 


More levels than ad Tokyo skyscraper Tanks, bulldozers, boats, forklifts: Drive to kill Hand to face combat mode: Kick butt karate-style =f Throwing stars, Uzis, 4-Barrel shotguns and more Swim, climb, drive, go anywhere, do anything! 


Shadow Warrior is here. Lo Wang. 


#1 Assassin. #1 Yakuza abuser. 


#1 Freak fragger. #1 Mutant mutilator. 


TM 
#1 reason to be scared of the dark. 


#1 Son-of-a-Hitch. So say Sayonara to 


all the Ninja wannabes that have gone 
before and put on your combat sandals... 
Lo Wang is coming to the Land of 
the Rising Sun to turn out the 
lights. Shadow Warrior. 
The Zen is going 


to hit the fan. 


“There’s no doubt that 
Shadow Warrior 
cremates the competition.” 


bameSlice Weekly 
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developed by 


GT Interactive 
Software 


; "a ~~ “ae fe & pelact ee : oe | — =— . | e | : a 2 He : : 2 Peto www.ten.net www.3drealms.com www.gtinteractive.com - 

ASSP aS PS a More hi-jinks, Lo-Wann speak and | a-Player Wanghang (deathmatch), Co-Op and Team | All-new Build Editor for designing = Shadow Warrior™ © 1997 3D Realms Entertainment, Inc. Lo Wang and his likeness are tademarks of 3D Realms Entertainment, Inc. All rights 
Fog, multi-colored lighting, transparent : ; a 4 q : q i i ‘ ; i 2 : eee a itis , reserved. Published and distributed by GT Interactive Software Corp. TEN™ and the TEN™ logo are trademarks of the T.E. Network, Inc. All other 
wiater,..total immersionn. | total interaction than Duke Mukem 30 Play modes with all-new Handicapping option. — ; and destoying your own environments trademarks are the property of their respective companies. 


SHADOW 


GIVE PEACE A REST 


Download your free demo and custom Lords II theme pack from our Web site at 


http://www.sierra.com/games/lords2. Order your copy today by calling (800) 757-7707 Impressions 


Declare all-out war with the Lords of 
the Realm™ II Siege Pack. Now you 


can concentrate on just fighting — this is 
pure combat. Lead your armies into 50 
new battle arenas which will test the 
mettle of the most seasoned war lord. 


Enemy hosts await you for head-to-head 
combat on the Internet. Plus, new castles, 
battle maps and scenarios are ready to 


take you to the next level — putting you 


one bloodstained step closer to the : a ae ee. “oe 4 

English throne. eT lp J ~NEW COMBAT ONLY MODE | 
NEW INTERNET PLAY 

* SIEGE CASTLES - 

— @ FIGHT BATTLES 


REQUIRES REGISTERED VERSION OF 
RDS OF THE REALM® Tt Se 


B& WOIVd {Di l$ 


Choose to clash swords in the open 
field or lay siege to new castles with 
your customized army. 


@ Siege of Caernarvon 
mem gate, called Ure King’ 


Battle friends S000 Dre 
and foes on the ROE 44 ora 


Internet. eee — Ay Ry meme eames lk 
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Seige upon 10 new 
Castle Designs. 


Discover 20 


New Countries 
to conquer. 


4 


Repel invaders 
with new Burning 


Pitch. 


ar Re de 


LF 
ie" 
% Clash on 20 new 
: Battlefields. 
Create your own challenging battle- 
Fa fields — dare players from around the 
fees §=world to play on your “home turf.” . 
Le LORDS Ilisa 


Lords of Magic” 


©1997 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. Runs on Windows 95. 
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36 Age of Empires 


eatures 
| 46 Traditional Adventures Reborn? 
| 52 Red Baron Il 
| 56 Heavy Gear 
' 60 Close Combat: A Bridge Too Far 


64 starcraft, 
68 Flight Unlimited II 
70 King’s Quest VIII 
72  Mageslayer 

| 74 Trespasser 
76 Total Annihilation 


| 24 eae “ee ‘The Mandate of Heaven 
| 24 Half-Life 

| 28 Black Dahlia BA 
'28 Defiance 86 
| 30 —Temijin: The Capricorn 3 
30 Evolution 

| 34 Byzantine: The Betrayal 


= ‘ 0 UMNS 92 MDK 
” Ci | ane 93 Need for Speed II 
78 Over the Net 


AEG 
HA 
& 


Fragile Allegiance 
Napoleon in Russia: Battleground 6 
Bull Run: Battleground 7 


80 Command Post Sn 
| 96 Extreme Assault 

82 OnWar 
90. Cheat Thrills 97 Pertect Weapon 

98 Road to Nowhere 95 Tigershark 
99 Boots of Re 
| 108 The Hangar 
| 109 Air Combat Advisor 100 Star Trek Generations 

120 Hardware 102 Shadows Over Riva 
| ne 104 Callahan's Crosstime Saloon 

Tips 

/ 116 Comanche 3 ‘ 
| _ 110 X-Wing vs. TIE Fighter reves 7 
Eta _ 112. Jetfighter IIl Enhanced Campaign CD Classic > > 
“14° Upfront Excellent * * * 
10 CD table of contents Good CK 
18 News 118 British Open Championship Golf Fair 
_ 136 Rebound 119 Ten Pin Alley Why? 


All ratings are assigned by the author of the article. 
‘ - ee ee The “Stamp of Approval” is awarded by the editors of the magazine. 
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X-COM: APOCALYPSE 


the most addictive fend still good for you) 
“Heat the crap out of aliens” strategy game 


www.microprose.com 


Available on PC CO-ROM. Visit your local retailer or call: 1-@M@a@-B89S35-GAME day ar night [us. and cAnAoA) 


_| Comanche 3 
Shadow Warrior 
Extreme Assault 
_MotoRacerGP 
__ The Ardennes Offensive 
__ Napoleon in Russia: Battleground 6 
Bull Run: Battleground 7 
__ Rally Championship - 
___ Esoteria 
__ BustaMove —_ 
Need For Speed II 
___ You Don’t Know Jack Sports 
You Don't Know Jack Volume2 
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DarkReign — 


WWiinnniwuic OF 
WINGOWS 95 


Imperialism — oe Place the CD disc in your CD-ROM drive. The disc will 
autoplay. If it fails to do so, right click on your CD-ROM 
Constructor __ : 7 icon (located in “My Computer”) and select OPEN. 


Double-click the “Install” icon. 


StarTrekGenerations == = |, Nindows 3.1 

| WINKQOWS 35.1 
° | Place the CD in your CD-ROM drive and choose File, 
| ie S 5 e | Run from the Program Manager. Type “D:\INSTALL,” 
____ | ee Ee ie ee ee | where D: is the letter of your CD-ROM drive, and 


press ENTER. Follow the instructions on screen. 
www.cdmag.com 


After installation is complete, double-click the 
created icon to start. 


Still having problems? Send a description of the 
problem along with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 


Computer Games 
ATTN: CD replacement 
2 Millet Street 


Uprising 
Dark Reign Designer Diaries 


Zapitalism Deluxe 


Richmond, VT 05477 
If you are not getting the CD-ROM with your sub- 
The Last Express scription to Computer Games Strategy Plus you 
Fallen Haven are missing great demos and free games every 
; month. You can upgrade your current subscripion 
Enemy Nations for only $1 more per issue. Visa or Mastercard are 


accepted, please call: 
| Customer Service 
SEER woe ____ ys 4.800.283.3542 
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818-591-1310 + Fax: 818 
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THE MOTH 


HELIOTROPE ee ; 
THO Inc., 5016 North Parkway Calabasas, Suite 100, t 


“Warlords AJ not only blows away the immediate - 
fantasy-based competition, but other strategic — 
wargames as well.” -PC Games 


“For this gaming series, third 
times a charm!” - PC Gamer 


“Warlords III voit the Meare forward for turn-based games 
— especially for internet we — Gaming World 


_ Unique simultaneous movement mode for up to 8 Test your strategies with more than 80 different Struggle against computer oppotients whose Al 
~~ players in multiplayer games teveals ‘each players animated creatures. and warriors, plus countless monitors your every ‘tendency and plots elaborate 
~ actions in real time. : ; . Spells, abilities and rewards over multiple tetrains. _ strategies against you and your allies. 


Hordes of the Undead overrun the Selentine Empire, leaving utter devastation in their wake. 
From the ashes, a powerful new reign of heroes arises to contend for | ‘power. and build a new empire. 
Arrayed against zombies, elementals and other unspeakables, you must arrange : shines cast 


horrific spells, and lead your armies to victory... oF be crushed beneath the enemy's merciless heel. 


WWW.WARLORDS3.cOomM 
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The multiplayer fallacy 


n the near future, you'll be playing every game on the Internet against thousands of fellow 
i gamers. You'll click on a button, and you'll be in the game. There will be no need for online ser- 

vices — every company will offer their own matchmaking service for their products. You won't 
have to buy a CD-ROM in a store — you'll download the program from your high-speed connection 
to the net. 

Products will be divided into two simple categories: action games and social experiences. Action 
games will include 3D shooters, flight simulators and real-time strategy games, whereas social 
games will include role-playing and traditional games (chess, checkers, etc.). 

Is this a depressing scenario? 

If you say no, turn the page. This article is a waste of your time. However, if you're a proponent 
of the single-player game experience, or are merely looking for more variety to your gameplay 
experiences, read on. | think we're headed down a scary path; however, we have the power to alter 
this bleak vision of the future. 

There are a lot of flaws with pure online gaming. First up: cost. People aren't going to give this stuff 
away forever. How many of you are willing to spend $10 a month to play a really great game? That 
sounds pretty cheap, until you consider the $120 per year you’d end up spending on that one game. 
Factor in the number of games you buy on a yearly basis, and you're talking about a serious expense. 

Hourly rates have already proven to be death for all but the most hardcore role-playing and sim- 
ulation fans. Most of us can’t enjoy any activity while the meter’s running (just think of America 
Online and it’s millions of users who switched to flat-rate as soon as it was made available). 

You could try a free service that depends on advertising to make money. Unfortunately, study 
after study has shown how ineffectual web-based banner ads are, so why does anyone think this is 
a viable model? Why pay money to put your banner on a site, when half of the gaming sites will 
give you links for little to no money? 

What about a single-payment solution like Kali? Pay $20 and you get a matchmaking service 
and an emulator that allows you to play any IPX game over the TCP/IP-based Internet. It’s a good 
deal, and with the claim of 100,00 registered users, it’s bigger than TEN and Mpath combined. 
Unfortunately, there are a few black clouds hovering over Kali’s future. There are competitors, from 
Kahn to Microsoft's Internet Gaming Zone, and as everyone moves to native TCP/IP support and 
their own matchup services, Kali could become irrelevant. 

Nothing here addresses the biggest multiplayer fallacy. Are there enough people actually inter- 
ested in online gaming to make all of this work? According to Microsoft, 10% of the people who 
buy the boxed versions of their games play them over the Internet on the Internet Gaming Zone. 
Most industry people think the number is too high — most say it’s closer to 3-5% of all purchasers. 
Obviously some games are skewed toward higher numbers (plenty of people play Quake, but any- 
one up for a game of Powerslave?). 

What has convinced companies to include a feature that would only be used by such a small 
number of users? It’s our fault. The press has been the most outspoken proponent of multiplayer 
gaming. We have networks that we use to play games with. You don’t. We have fast Internet con- 
nections. You don’t. We have the time and knowledge to actually get the damn things working. 
Well, maybe the knowledge, but not the time. Well, come to think of it, does anyone really under- 
stand TCP/IP...? 

But the blame must be shared. Guess where companies get most of their feedback? Online. 
Guess where gamers interested in multiplayer hang out? Online. Despite the fact that they’re in the 
minority, online users scream loudest for multiplayer support, which isn’t surprising since these 
same people are already somewhat familiar with arcane setups and constantly crashing software. 
(The great fun of browsing the Internet — watching your beta version of Netscape crash on a page 
with frames, Java, or Shockwave apps). 

These thoughts come a couple of weeks before the Electronic Entertainment Expo, in Atlanta. 
Our entire staff will be there, listening to every company representative explain how their online 
technology reduces lag time, or how they've figured out how to make money on Internet gaming. 
We'll also get to hear, over and over again, a company’s “Internet strategy.” Unfortunately, less 
effort will be spent on creating better games; instead, they'll focus their effort on trying to develop 
superior online communities around their underdeveloped products. 

If you're upset with these developments, now is the time for action. Don’t let the minority dic- 
tate the future of gaming. Let the companies know you don’t want multiplayer games at the 
expense of excellent single-player experiences. Tell them to look up the sales figures of Civilization 
Il, Tomb Raider and MDK when they say single-player games don't sell. Borrow the mantra from 
Peter Finch’s character in Paddy Chayefsky’s Network: “I'm as mad as hell, and I’m not going to take 
this any more.” 


—Steve Bauman, Editor 
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Choose your favorite form of world domination. Coming this fall. 5 


_ www.microsoft.com/games/empires — 


©1997 Microsoft Corporation. All rights reserved. Microsoft isa registered trademark and Age of Empires is a trademark of Microsoft Corporation. ©'s 
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Pentium® an 
Pentium® Il 
Processors 


¢¢. with graphical details 


¢ Fly a chopper that makes 
that puts Tomb Raider 


the AH-64D look likea $e 
broken blender. ? a | . 
Gamespot On-line NN “=a 

| i to shame.?9 

PC Gamer 


¢¢ a total kick to play, and 
looks better than anything 
like it now on the market. ? ? 


6 ¢Non-stop action are the 
Computer Games Strategy Plus 


words that best sum up this 
latest offering from Blue Byte. 


Computer & Net Player 


Strike the enemy hard and fast with a 
powerful 21st century attack helicopter! 


Sees 


Extremely Cool Falcon Northwest Mach V™ 
Computer System (Approx. retail value $5000) 
| 


Pound the alien invaders with a heavily 
armed, state-of-the-art battle tank! 


Oversized speakers with Dolby Surround Sound 


$2500 Shopping Spree $1,000 in Extremely na conrorn soreeont 
at CompUSA® Cool Cash 


$500 Shopping Spree ThrustMaster® ace ig ee 
al Electronics Boutique® Millennium 3D Inceptor™ 


Extreme Assault™ Embroidered Flight Jacket Extreme Assaul{™ T-Shirt 


“The Extremely Cool Sweepstakes” Official Rules 
No Purchase Necessary 
|. To Enter: Handprint name, address & zip code on official entry form; or use 3" x 5" paper & hand-print the words: “The 
Extremely Cool Sweepstakes” with name, address & zip code. Include nome & address of your favorite software retail store. 
Limit one entry per envelope. Mail to: “The Extremely Cool Sweepstakes,” PO Box 1011, Skokie, Il 60076-8011. Entries 

en must be received by 12/31/97, sweepstakes end. Entries become pb Software, Inc. (Sponsor)’ property; none will 

f f - 3 h : pon ga » . = cat mange ig mail, on, i house a 
. Eligibility: Open only to US residents 16 years or older. Sponsor's employees, its affiliates, distributors, sales 
Battle up to three o your riends in f e re ated a promotion/pubticity agencies, icing meeae and immediate families not eligible. Void 
re prohibited by low. All federal /state/ local laws/ regulations nie 

3. Prizes: | Grand: Falcon Northwest Mach V™ Computer eon ARV $5000. 1 First: $2500 Shopping Spree at 
CompUSA® ARV $2500. 5 Second: $1000 Cash. 5 Third: $500 Sho i Sprees at Electronics Boutique® ARV $500 ea. 
100 Fourth: ThrustMaster® Millennium 3D Inceptor™ Joysticks ARV fi eo. 250 Fifth: Extreme Assault™ Embroidered 
Flight Jackets ARV $55 eo. 500 Sixth: Extreme Assault™ Tshirts ARV S10 eo. Total prize vole: $43,750, Shopping 
Sprees owarded as Gift Certificates. Flight Jackets & T-shirts awarded only in Adult Lorge size. 
4. Drowing: Winners selected in random drawing on or about 1/19/98 by GIN & Associates, independent judging 
organization, whose decisions are final in all matters relating to the sw es. Winning odds depend on total number of 
entries received. Potential winners must respond to required Affidavit of Eligibility /Prize Acceptance Form(s) within 21 days 
of attempted delivery of same. Noncompliance within this period will result in disqualification and on alternate will be 
selected. Winners notified by mail by 2/23/98. Prize notification returned undeliverable to Sponsor will result in award to 


EXTR EME ASSAU LT WI [1 alternate. If prize is won by minor, prize may be awarded to parent or legal guardian. No prize substitution or transfer 
permitted, unless prize is generally unavailable at sweepstakes’ end, when Sponsor's choice of an equal or greater valued 


unique multi-player levels! 


prize will be substituted. All federal/ state /local taxes including sales foxes in awarding shopping sprees plus transportation 

hk IN STOR ES AUGUST ] ST to/from spree locations are winners’ sole responsibility. Prize acceptance constitutes permission to use winner's name 

e and/or likeness for advertising /trade purposes without further — unless prohibited by law ond releases Sponsor 
For more information call (800) 933-2983 iw e 
Please mention source code SWPCGS897 5 ‘Won list For moo pize wines bs, end SAS envelop afte 1/19/98 to “Cool Wines,” PO Box 1245 Dep. 
© 1997 Blue Byte Software. All rights reserved. “Extreme Assault” is a trademark of Sponsor: Blue Byte Software, inc. Schaumburg, 1. 60173. 
Blue Byte Software. MMX and the MMX Logo are trademarks of Intel Corporation. : 
All other company and product names used in this publication are trademarks or Blue Byte Software, Inc. © 870 E. Higgins Road, Ste. 143 © Schaumburg, IL 60173 
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F-22 wrestling match 


Controversy over usage of plane’s name, image in games 


A STORY THAT STARTED WITH A TUSSLE 
over game names has ballooned into an indus- 
try-wide debate over attempts to control the 
representation of military vehicles in computer 
games. Early this year the Air Force unveiled 
the official name of their new F-22 air superi- 
ority fighter, the Raptor. Shortly thereafter, 
both Interactive Magic and 
NovaLogic announced simi- 
lar product names: iF-22 
Raptor and F-22 Raptor, 
respectively. On the surface, 
things were quiet until mid- 
May, when _ Interactive 
Magic caused a furor by 


starting up an “F-22 
debate forum” on their 
web site to discuss 


whether “any one game 
company should be able to 
obtain the exclusive right 
to the name and likeness 
of a military vehicle....” 
They started the forum with an “open letter” 
to gamers wherein they said “we were 
informed by letter that NovaLogic is attempting 
to negotiate exclusive rights for the use of the 
plane’s name, its likeness, photographs of it, 
and information about it.” They later posted a 
portion of the letter, which was not from 
NovaLogic but from legal counsel for Lockheed 
Martin, the plane’s manufacturer. The quoted 
portion (Interactive Magic would not release 
the entire document, saying their legal counsel 
had advised against it) references negotiations 


with Novalogic “for exclusive use of the ‘F-22’ 
marks for interactive computer flight simula- 
tion games” and requests that Interactive 
Magic “remove all references to Lockheed 
Martin and all images of Lockheed Martin air- 
craft” from their software. 

NovaLogic fired back, posting an “F-22 


Raptor Trademark Statement” on their web 
site, wherein they stated that they “asked 
Interactive Magic not to infringe upon 
NovaLogic’s trademark rights....” NovaLogic’s 
John Garcia told CGS+ that “the only corre- 
spondence we have ever had with Interactive 
Magic is that we have asked them to cease and 
desist, to change the title ‘F-22 Raptor.’” He 
says that they “filed an intent to use with the 
U.S. Patent & Trademark Office on March 
12th; [Interactive Magic] did the same on April 
4th.” Interactive Magic Representative Lynne 


Activision Sins; id Quakes 


The flood of new 3D shooters continues unabated 


THE QUAKE ENGINE CONTINUES TO BE PUT 
to good use in Activision’s upcoming Sin, 
developed by Hipnotic Interactive. Available 
for Windows 95 in early 1998, this 3D shoot- 


The world of Sin 


COMPUTER GAMES 


er will be set in the future where govern- 
ments hire private security in order to put 
down the drug dealers and other bad dudes. 
You’re the leader of a strike force, and you 
must discover the source of the crime epi- 
demic (even money says it’s a government 
conspiracy). Sin will feature six different 
environments that utilize the Quake engine’s 
superior technology. It will also feature 16-bit 
color graphics without a 3D accelerator card 
(though it will support them). 

Speaking of Quake, id has released some 
screen shots from Quake 2. id’s John 
Carmack has talked a bit about it, and among 
the things under consideration for the game 
is dropping QuakeC, the built-in program- 
ming language, in favor of exporting the 
game logic to .DLL files. Doing this would, 


Beaman acknowledges that NovaLogic may 
have filed first, but says that, as they under- 
stand it, first application or use of the trade- 
mark on an actual product is what counts, and 
that they believe they were first in this regard. 

Interactive Magic’s Dave Murray says that 
the naming issue isn’t their biggest concern, 
but that the representation 
of a military vehicle in a 
game is. They feel that 
NovaLogic is trying to work 
a deal that will exclude 
other publishers from ever 
using the F-22 in games. 
Garcia says that the only 
issue they have’ with 
Interactive Magic is over the 
name of their product; he 
says that they received “a 
very similar letter” from 
Lockheed Martin, and that 
was what triggered negotia- 
tions. The specifics of the 
negotiations are yet to be worked out; when 
asked if, hypothetically, NovaLogic was able 
to gain exclusive rights to representations of 
the F-22 in games, would they exercise them 
against other companies, Garcia responded 
“I don’t want to be put in a situation where 
I have to say what I would do if, because I 
don’t know if it’s going to happen; why limit 
my options? ... It’s really an unfair ques- 
tion.” He went on to say “[We] have no 
nefarious motive.” 

While much of the verbiage has been gen- 


Quake 2 shows off its new environments 


according to Carmack, garner a 5-10% speed 
increase in game logic. The unfortunate side- 
effect would be that Quake hackers and level 
editors would have to compile their code on 
each platform. 

According to Carmark, all of this is part of 
“making Quake 2 a better game, as well as 
just a better mutliplayer virtual world.” He 
goes on to say, “Quake 1 was pretty messed 
up from a game standpoint, and we don’t 


While much of the verbiage has been gen- 
erated by Interactive Magic and NovaLogic, 
there are other players in the story, both 
within the computer games industry and 
without. UK-based Digital Image Design, also 
working on an F-22 game (named 7FX3- 
F22), has called for a friendly meeting 
between all interested parties, and, in a letter 
to and posted by Interactive Magic, Douglas 
Lowenstein, president of the Interactive 
Digital Software Association, said “I believe 
the IDSA should seek approval from our var- 
ious committees to take action to oppose 
Lockheed....”. An anonymous source at 
another top simulation developer had this to 
say on this issue: “One thing that has already 
happened since this issue went public, and 
especially after the piece [about this situa- 
tion] aired on CNN, is that the Defense 
Department has sent a letter to all of its peo- 
ple and instructed them to cease talking with 
all video-game companies until this issue is 
resolved. So an unwanted side-effect of this 
could be an increased difficulty in doing our 
research [for simulators] because of a gov- 
ernment crackdown.” Not clear at this point 
is the source within DOD of this letter, which 
none of the manufacturers are apparently 
willing to make public. 

Lockheed Martin, a key player in the argu- 
ment, has had little to say at this point. We 
spoke with Jeff Rhodes of Lockheed Martin 
Aerospace Systems public relations, and he told 
us that a corporate-level meeting on the issue is 
to be held just after this issue goes to press. He 
said he’s worked with both publishers for 
months, but that “the lawyers got involved.” 
He’s not seen any of the legal communications, 
nor has he seen a letter to Lockheed Martin the 
Air Force has reportedly sent them. 

We’ll continue to track this story, both here 
in the pages of CGS+ and online at 
www.cdmag.com. —Scott Udell 


Another look at Sin 


plan on doing that again.” 

Part of that reasoning has dictated that 
there will be no more DOS games from id. 
“The advantages of good TCP/IP support, 
dynamic linking, powerful virtual memory, 
device drivers, etc., are just too much to 
overcome. Yes, all of those can be provided 
under DOS in various ways, but it just isn’t 


— id é auoeeaes Steve Bauman 


worth it.” So it’s Windows 95 and NT for | 


Hitting the hard-core 


7th Level joins the ranks of those re-focusing on games 


MOST GAMERS MAY NOT REALIZE IT YET, 
but 7th Level is doing their best to get the 
word out: they’re now a company focused on 
gaming; while you might see an occasional 
edutainment title done for an outside pub- 
lisher, their own internal core efforts revolve 
around games and game technologies. 


Dominion 

On the technology side of things, 7th Level 
certainly exhibits their strengths in this title; 
the graphics are excellent, the production 
values high, and everyone’s got to love the 
interface. The whole Dominion team, how- 
ever, did their best to reassure us that game- 
play has not been forgotten either. Forces, 
while similar, have functional differences 
behind the graphical, and AI commanders 
can be assigned objectives like “take this 


rte ay aici ama =F 


Dominion Attacking an energy barrier that’s 
blocking the roadway into an enemy base 


force and attack that objective”...and have 
them actually do it. Due out in August. 


Return to Krondor 


First previewed way back in our July ’96 
issue, work continues on Return to Krondor, 
a game based in Raymond E. Feist’s 
Midkemia. Previously licensed to Sierra for 
their game Betrayal at Krondor, this repre- 
sentation of Midkemia is not so much a 
sequel as it is an entirely new game set in the 
same universe. It uses a new engine, and has 
a different story based on recognizable Feist 
characters. An RPG, it will be broken into ten 
distinct chapters; unlike Betrayal, charac- 
ters, while they come and go, will never dis- 
appear completely in the game. All of the 
characters are 3D, and all encounters, be 
they discussions or combat, take place right 
on screen instead of in generic combat envi- 
ronments or 2D discussion trees. While your 
party will move through the world in real- 
time, the game switches to turn-based for 
combat. Due in October. 


Monty Python’s The Meaning of Life 


Continuing their successful Python fran- 
chise, this third game covers the first part of 


Monty Python’s The Meaning of Life 
Everybody’s, uhhh, favorite, Mr. Creosote 


the movie (Act I). Featuring more gameplay 
than the earlier titles, there should be plenty 
here to please Python fans: new Terry 
Gilliam artwork and characters, new audio 
from the five remaining original Pythons, 
even another lost scene cut from the original 
movie. At this early stage their was little to 
see gameplay-wise, but the 360 degree 
panoramic views of favorite movie scenes 
are already quite impressive. Games and 
puzzles will be incorporated into the Python- 
esque quest for the meaning of life: Feed Mr. 
Creosote, You Don’t Know John, Live Organ 
Transplants, etc. The game should ship in 
the 4th quarter. 


The Gatherer 


The Gatherer is a new action/adventure 
game that 7th Level calls a mixture of 
Quake’s gameplay and Tomb Raider’s beau- 
ty and vistas. In the game you play a soul 
who must gain absolution and freedom from 
Hell by recapturing ten demons who’ve 
escaped to locales throughout time, includ- 
ing ancient Egypt, medieval Crusades, 
Vietnam, and future space colonies. No 
gameplay was available yet, but the 3D char- 
acter animation (demonstrated using the 
code that will animate the characters in the 
game) was quite impressive. 7th Level claims 
they'll get 640x480 gameplay at 65,000 col- 
ors without hardware acceleration, but just 
in case you have it the game will support 
MMX, major 3D boards, and even the 
Pentium II. —Scott Udell 


Return to Krondor Your nemesis in Midkemia 
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Might and Magic VI: The Mandate of Heaven 


Panay, the folks at New World reconvene the queen of the Xeen scene 


‘0. THE MIGHT AND MAGIC 
me series as been one of the most beloved 

of role-playing fans worldwide, and 
another chapter is scheduled to see the light of 
day late this fall. The Mandate of Heaven — this 
refers to the divine right to rule that is granted 
from on-high to sanction the worthiness of 
individuals and families to retain power over 
periods of time. The Ironfist Dynasty is finding 


It’s the legendary Might and Magic library 


COVE Ce Ko we 
ohnicrs>: er 


VI engine was used as a basis for an early pr 


ata — A few corrections to last month’s feature about 


that its time is running out, however. 

After the Good King Roland made himself 
scarce (!?), Prince Nicolai Ironfist has had a bit 
of a problem with the populace. Floods, earth- 
quakes and an invasion of demons from the 
sky have led a doomsday group to speculate 
that the Ironfist Dynasty may have lost their 
divine rights, and that the end of the world is 
nigh. You will strive to make things right, or 
die trying. 

You'll lead a party of four adven- 
turers in a non-linear sequence of 
quests that differs from the Chapter 
by Chapter approach we have been 
used to. Characters are completely 
customizable, giving you a chance to 
create a completely unique party each 
time you play. Over 100 NPCs enjoy 
enhanced AI; they become effected by 
your actions, their own “self interest” 
or dozens of other factors. 

New technologies include the 
Horizon engine, used for outdoor 
environments, which offers 360- 
: The ¢ 
of the game; the current project was built 


from the ground up. Zippy Zinser, QA (Quality Assurance) project leader, would like us to have 


used the term “QA” rather than “QC.” Sorry, Zippy. And finally, gulp, 


Half-Life 


‘Cause they couldn't afford a full one 


n@ AH, THAT PERENNIAL 
@ crowd Fay orite, the Quake engine. 

Who hasn’t licensed it yet? Sierra is the 
latest to put it to good use, signing an agree- 
ment with developer Valve to distribute their 
upcoming game Half-Life. It’s described as a 
“revolutionary leap in 3D first-person 
games,” one that combines action with 
exploration and strategy. The game world 
will be populated by monsters and friendly 
creatures, so it won’t be a matter of running 
around blasting everything. 


The always frightening “dog-like creature with 
a weird head” 


COMPUTER GAMES 


~ Sources at Origin have confirmed the rumors that Si 


_ will be 


, a real-time \ 


Tavern keepers provide a hefty shoulder 


degree movement in all 
directions including vertical 
(eat your heart out Peter 
Pan); and the Labyrinth 
engine, which combines 
point light sourcing and 
true 3D rendered sprites for 
a realistic indoor experi- 
ence. M&M withdrawal is 
almost a thing of the past. 
—Cindy Yans 

Might and Magic VI: 
The Mandate of Heaven - 
New World Computing ° 
Windows 95 


if Gg uy ame 
| ) , and first 4 for 
. It will be shown to the press 


behind closed doors at the upcoming Electronic Entertainment Expo. Meier, creator of 


The plot puts you in 
the shoes of a person 
assigned to an experiment 
at a decommissioned mis- 
sile base. After you make 
a discovery, things go 
awry, and you have to 
fight your way past a 
bunch of alien monsters 
to the surface. Once there, 
you'll discover that a bat- 
tle has erupted between 
the aliens and the govern- 
ment. Unfortunately, the 
government wants to 
silence you as well, so it’s 
you against the world. 

Technological advances 
in Half-Life include 16-bit color graphics, col- 
ored lighting, and effects such as translucen- 
cy, dynamic textures and metallic surfaces. It 
will support OpenGL, Direct3D and MMxX. 
Network support has been expanded to 32 
players over the Internet. 

A proprietary character animation system is 
said to give higher polygon counts in charac- 
ters and more fluid character animation. An 


Pretty impressive environment, eh? 


advanced AI promises enemies that work in 
groups and utilize strategic movement and 
ambushes. 

The team from Valve is made up of 3D 
shooter veterans, which makes Half-Life one 
to watch out for. We’ll see if it has a life when 
it’s released in November (presumably of 
1997). -Steve Bauman 

Half-Life » Sierra » Windows 95 
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Free Software — Free Play 
Collectible Tradable Virtual Cards 
Head-to-Head Internet Play 


Available now in Starter Decks and Booster Packs at. 


www-ChronxX-com 
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Beyond the world of Krondor 


— Betrayal has just begun 


Mijeanens 


INTERACT WITH TRAVERSE THE 
OVER 200 UNIQUE =] ~] -e oe  aT y g 


CHARACTERS. IMMENSE 3D REALM. 


FAMILIAR AND 
INTUITIVE INTERFACE 
TAKES YOU THROUGH 
A WORLD OF MYSTERY, 
INTRIGUE AND DANGER. 
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CUSTOMIZE YOUR 
CHARACTERS’ 
SKILLS, POWERS AND 
ATTRIBUTES AS You 


UNRAVEL ANTARA’S 
ABSORBING MYSTERY. 


ACTIVATE SPELLS 
AND OTHER UNIQUE 
WEAPONS. 
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HACK, SLASH AND 
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NEW ADVERSARIES. 


BETRAYAL IN ANTARA™ 1S HERE. A COMPLEX WORLD OF SORCERY AND 


VILLAINS, IT SURPASSES EVEN ITS PREDECESSOR, THE AWARD WINNING 


BETRAYAL AT KRONDOR®. 


NO OTHER ROLE-PLAYING GAME COMES CLOSE TO ANTARA’S ARTIFICIAL 


INTELLIGENCE AND ENGROSSING PLOT LINES. EXPERIENCE THE THRILLS, 


CHALLENGES AND DANGERS OF THIS ALL“NEW FANTASY REALM. 


SEE YOUR LOCAL SOFTWARE DEALER OR CALL 1-800-757-7707. 
DOWNLOAD YOUR FREE DEMO AT: WWW.SIERRA.COM/ANTARA 
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_ Black Dahlia 


Occult, horror, murder, fun 


Wh@ ON JANUARY 15, 1947, A 
22-year-old actress named Elizabeth 
Short was brutally murdered, severed at the 
waist, all blood and organs removed with an ear- 
to-ear grin carved into her face. Investigators of 
the crime nicknamed the unfortunate girl The 
Black Dahlia, supposedly because of her fasci- 
nation with the color black (dyed her hair black, 
wore black clothes, blacked out her front teeth — 
uh, scratch the last one). 
Some have linked Short’s death to the early 
1940’s Cleveland murders by the so-called Torso 


Pearson discovers occult symbols 


Railroad Tycooi mn and Civilizati 


Slayer, supposedly America’s first 
modern serial killer. Take2 follows 
up last year’s rather gruesome serial- 
killer-based game, Ripper, with a 
story based on these bizarre and dis- 
turbing events; and has enhanced it 
further with occult themes based 
upon beliefs of certain “Fifth 
Column” members of Hitler’s Wehrmacht. 

You are Jim Pearson, U.S. investigator of 
subversive activities for the newly formed 
Office of the Coordinator of Information. Your 
delving into potential “Fifth Column” affairs in 
the Midwest lead you on a trek through over 
60 locations including those in Cleveland, 
Europe and LA, racing to catch a killer in the 
process of a horrifying cult ritual. Over 75 puz- 
zles, visual, logical and arcade-style will pro- 
vide a broad spectrum to players, although we 
still wonder what arcade sequences are doing 
in straight adventure games. A 360-degree pan- 
ning engine and 3D rendered SVGA graphics 
look similar to the world of Zork Nemesis. 


1, has long been rumored to be working on such a game, 


only its original design was sllecaty broader, focusing on the entire Civil War. Firaxis 
Briggs said, “I’m really excited by Sid's game; since Civilization, this is the first sri game 


from him, and it’s coming along great. The game itself is a whole lot of fun - a totally unique game. It's real-time, | guess you ¢. can call ita et 
nand & Conquer or Warcraft Ii. As for the “real-time : o x 


Defiance 


ae oa! at fl” sens 
at all like Ton? 


but it’s not 
vs. turn-based” discussion, he said, “We hav 


egy game, 
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Aha! A rendered risqué lobby 


A cast of professionals, including 
Hollywood talent (Dennis Hopper) will per- 
form in this light-hearted romp through mur- 
derous evil and torture. As you may have 
guessed, the product contains mature subject 
matter. -Cindy Yans 

Black Dahlia * Take 2 * Windows 95 


Aha! A rendered barroom 


e nothing against turn-based strategy games, 


but this first game is real-time Because the topic really deserves it. The next game may not be - 


Action gaming... from Avalon Hill? 


FR @ WHEN GAMERS HEAR 
“avalon Hill,” they think strategy 
games and — most especially — hardcore 
wargames. Reach back in computer gaming 
history (back to when system requirements 
read “disk or cassette”), however, and you'll 
find that Avalon Hill did dabble a tad in action 
games — but “tad” is the key word, as they soon 
left off almost all computer game develop- 
ment, rejoining it in force only a few years ago. 
The re-entry, however, focused on strategy and 
wargaming, so it comes as some surprise that 
one of the titles they’re most excited about is 


Escape the city via this cramped, Descent-like 
maintenance shaft 


COMPUTER GAMES 


an action game called Defiance, under devel- 
opment at Logicware (the folks who developed 
AstroRock, amongst other titles). 

Avalon Hill says Defiance will combine a lot 
of the action of Descent with a fully realized 
storyline (a.k.a. Wing Commander) and a 
touch of strategizing (you knew they had to slip 
that in there somewhere). The story is a famil- 
iar one: you’re the pilot in the first test flight of 
a new “personal assault vehicle,” the LIV-6 
SABRE. Just as you are finishing the flight the 
domed city you are testing in is attacked by a 
force of previously unknown alien creatures; 
defenses are overwhelmed, the populace is 
dead or in hiding, and command and control is 
all but gone — you're all that’s left. 

You fly your craft through a 
3D world that mixes the 
confines of Descent 
with broader city- 
scapes underneath 
the huge dome. 
Your craft is, of 


course, armed 
with an impres- Your enemies are a 


; cyborg mix of manu- 
sive array of 


factured weapons 
weapons, which 


and nasty-tem- 
you'll need as_ pered bio-forms 


ele 


Bavapias were: 


Out underneath the dome of your city, you 
encounter the aliens first hand; notice the 
wreck of a military helicopter and the 
destroyed buildings 


you get out of the military proving grounds 
and face the impressive might of the 
enemy invasion. 

The’ folks at Avalon Hill seem 
very excited about Defiance, 
more so in fact than they’ve 
been about any of their 
other recent releases. We'll 
get a chance to judge their 
return to action sometime 

this Fall. —Scott Udell 
Defiance + Avalon Hill « 
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The Riddle of Master Lu meets Video Reality 


el @ SOUTH PEAK INTERACTIVE, 
Mee = which was founded last year under the 

' auspices of SAS Institute, Inc., will debut 
their Video Reality Technology in the psycho- 
logical thriller, Temitijin: The Capricorn 
Collection. Screenwriter Lee Sheldon, who 
authored the critically acclaimed title, The 
Riddle of Master Lu in addition to his work on 
numerous television series, did some touch-up 


The mating of scorpions 


real-time — it’s whatever works for the game.”... 


work on the final script for the project. 

Centuries ago, an ancient evil was 
safely cached. Now, the force that 
enslaved a continent lies somewhere 
beneath the floor of the Stevenson 
Museum. Temiijin, who was_ better 
known to the world as Ghengis Khan, 
comprises an mystical force that targets 
the player as he or she explores the 
museum and wades through Kahn’s trea- 
sures to unlock a secret that will quell 
the archaic diabolism. The only things 
that are clear are that the Capricorn, a 
jeweled goat head, lies at the center of 
the mystery, and that if you don’t stop it, 
whatever it is, the next artifact will be your 
soul. 

Players will navigate in a 360-degree world 
and view 35mm cinematics with no rendered 
backgrounds. More than 100 interactive, 3D 
objects are available throughout. 

More touted than the game itself at this 
point is South Peak’s Video Reality technology 


id takes Quake Ii to Activision — Activision 


has has acquired the worldwide distribution rights to id's upcoming Quake If. This is the 
fourth id title to be distributed by Activision, after the first two Quake Mission Packs and the , 
upcoming Hexen ff. Quake // will sport improved Al, non-linear worlds, improved lighting effects, and will be released for Windows 95 and NT 
4.0 only... Lara Croft on tour with U2 - Irish rockers U2 have invited a famous woman to 
accompany them on their current PopMart tour — Lara Croft, star of Eidos’ Tomb Raider. The 
tour, a multimedia extravaganza featuring the world’s largest video screen, a giant lemon and 


Evolution 


Where intelligence is the end 


os (rn@ WELL OVER 10 YEARS 
" ago, on his journey between Avalon Hill 
~ and MicroProse, veteran designer Al 
Roireau conceptualized a strategy game, the 
premise of which would be to evolve over cen- 
turies from primordial ooze into some form of 
intelligent life. Finally, with the help of 
Discovery Channel Multimedia and Crossover 
Technologies, this concept will be realized, 
and Evolution (joining the horde of real- 
timers) is planned for release later this year. 
One CD-ROM spanning 360 million years — 
what a concept. Here’s the scenario: Each 
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game can contain up to six players (missing 
humans are replaced by AI opponents) striv- 
ing to be the first to achieve intelligence. You 
initially control a primitive terrestrial 


choanate, and the goal is to develop the 
species, bring them to an area where climate 


Mammoth dancing 


and terrain will allow them to thrive, and 
eventually you will have choices about which 
species you wish to evolve into next. The 
choices follow a deep tree structure (the Tree 
of Life) and only one player may develop any 
particular species (over 150 3D animated 
species exist). 


Temiijin: The Capricorn Collection 


Framing the Swiss cheese canopy 


that incorporates characters and sets (filmed 
with standard Hollywood production tech- 
niques) into computer gaming environments. 
This system is said to eliminate choppy jumps 
to video clips, get rid of pixelation and recon- 
figure the game based on the hardware of 
each host, as well as to serve as a completely 
integrated game design system. But can it 
“core a apple?” —Cindy Yans 

Temiijin: The Capricorn Collection - 
SouthPeak Interactive * Windows 95 
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All the while 
your opponents are 
doing the same, trying 
to develop predators 
that will destroy your 
species, or perhaps more efficient ones 
that will develop faster; centuries fly by and 
continents shift (makes for interesting 
migration). From time to time natural disas- 
ters occur. It’s a ripe playing field for real- 
time, and its world is tiled as a 3D sphere 
represented by an “unfolded” twenty sided 
polyhedron (icosahedron), which will 
appear to the player very similar to the usual 
hex-tiled map. Primogenitors may play solo, 
network or head-to-head. An amazing 
amount of research by Crossroads developer 
Greg Costikyan should provide realistic his- 
torical perspective. 

Why haven’t we seen something quite like 
this before? Hard to say, but we hope it will 
have been worth the wait. —Cindy Yans 

Evolution « Discovery Channel Multimedia 
* Windows 95 
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Developed by: 


P.0. Box 13491 + Research Triangle Park + NC 27709 + www.imagicgames.com/warinc.dir/ 


‘Visit your local retaiter or-call toH-free-t=800-448-526T to order a copy today! 


WAR, Inc is a trademark of Interactive Magic, Inc. All other trademarks are the property of their respective owners. 


Byzantine: The Betrayal | 
First Planet Explorer CD-ROM debuts 


JOHN HENDRICKS, 
7. chaeman and CEO of Discovery 

Communications, has been the com- 
pany’s true visionary from the get-go. One of 
his latest product lines, Planet Explorer, is 
aimed at providing the ability to explore and 
experience mysterious and fascinating loca- 
tions as realistically as possible. Byzantine: 
The Betrayal will be Discovery’s biggest bud- 
get title ever as it takes players to Istanbul 
(not Constantinople) in an adventure mys- 
tery filled with international intrigue, mur- 
der and deception. 


The skyline of istanbul inot Sindeantinvente) 


& ' 


The title was shot on loca- 
tion in Istanbul, Turkey, and 
utilizes original photography 
as well as 3D-rendered mod- 
els. Over 40 live actors will 
appear, many of whom were 
recruited right in Istanbul 
(some of the dialogue was 
delivered simply via the 
assistance of phonetics 
coaching). You'll meet 
Akalin, a police detective 
whose investigative activities might indict you, 
Neda, whose cautious silence may say more 
than words, and many others. 

You are in search of your friend Emre, 
whose invitation to join him in his investiga- 
tion of a smuggling ring was immediately fol- 
lowed by his disappearance. In your search for 
him, you will explore Istanbul’s alleyways, 
palaces, mosques, and bazaars in over 120 
locations, interacting with over 150 inventory 
items. The graphics engine offers a 360-degree 
panoramic view, and the game is optimized 
for MMX. 

One of Discovery’s only titles aimed at the 
serious gaming community, Byzantine will be 


martini glass, is billed as “the most expensive tour ever.” The 14 month, $120 million world 


tour kicked off in Las Vegas on April 25, 1997.. 
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al), and an action shooter (Shattered 
will continue to am: toy and boardgame conversions to your PC, but they're alsobranch- 
ing out a bit. Heading up their action lineup are action games: H.£.D.Z, Beastwars (based. 7 
on the toys and cartoon), and a remake of the classic arcade game 


Merchants have deserted their wares 


on the shelves this fall in French, German, 
Japanese, Spanish and English, to be followed 
by Chinese, Italian, Korean and Portuguese. 
—Cindy Yans 

Byzantine: The Betrayal * Discovery Channel 
Multimedia * Windows 95 
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The French throw a multimedia party in Cannes 


THOSE FRENCH KNOW HOW TO DO STYLE, 
and a lot of it was evident at Milia, a multime- 
dia conference in Cannes, France. A three-day 
showcase of conferences and products, it was 
dominated by a few home-grown developers — 
UbiSoft with their knockout racing game Pod 
[reviewed in CGS+ 79] and Cryo Interactive, 
with their upcoming games Aflantis: The Lost 
Tales and Dragon Lore II. 
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Cryo has been a developer 
for a number of years, but will 
be launching games under 
their own name in the U.S. for 
the first time. First up, with 
distribution from Interplay, is 
Dragon Lore II, a sequel to the 
popular adventure that was 
released by Mindscape in 1995. 
In the game, the Hordes from 
the Land of Nightmares are 
ready to attack, and The 
Dragon Prince has dubbed you 
a Dragon Knight. But a lord 
challenges your _ status, 
because every Dragon Knight 
must have a dragon, and 
you’ve misplaced yours. Over the course of the 
game, you'll need to find your dragon and 
fight for your honor. Dragon Lore IT promises 
over 80 hours of gameplay (much of which 
will be spent ogling the beautiful landscapes). 

Their other upcoming title is Atlantis: The 
Lost Tales, another incredibly gorgeous 


graphic adventure set in the underwater uni- 
verse. You control Seth, who has to investi- 
gate the Queen while managing to explore a 
bunch of “mysterious” machines and unpre- 
dictable people. 


Expect both of these games later this year. 
—Tina Brozen 
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© 1997 Maxis, Inc. All rights reserved. Streets of SimCity is a trademark and SimCity and Maxis are registered trademarks of Maxis, Inc. All other trademarks or registered 
trademarks are properties of their respective owners. For product or ordering information contact your local retailer or call 800-33-MAXIS. Available for Windows 95. 
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Today it’s Floyd. Tomorrow, the greatest pilot in the Star Wars® universe could be a dentist 
in New Jersey. That’s the beauty of X-Wing vs. TIE Fighter’. It allows you to engage in 


head-to-head combat against real people over modem, network and the internet . It's a 


real first, and it’s in real time. The graphics have been galactically enhanced. The flight 
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engine is phenomenal. The new missions are masterstrokes of space mayhem. There’s 
even single player campaigns for an all-new explosive experience. No wonder Computer 
Gaming World proclaims X-Wing vs. TIE Fighter “number one.on every space sim-er’s 


wish list.” And if you don’t believe them, just ask Floyd. http:/ /www.lucasarts.com 


~ ©1996 Lucasfilm Ltd. All Rights Reserved. Used Under Authorization. Star Wars, X-Wing, TIE Fighter and the LucasArts logo are registered trademarks of Lucasfilm Ltd. The ratings icon is a trademark of the Interactive Digital Software Association. 


BECAUSE MODERN WRITERS AND PRODUCERS ARE ONLY ABLE TO USE PAST TV SHOWS AS THE BASIS 
FOR THEIR CURRENT PROJECTS. IT WAS ARGUED THAT THE ORIGINAL TV INNOVATORS USED MULTIPLE SOURCES, 
FROM LITERATURE TO THEATER, FOR THEIR INSPIRATION, WHEREAS TODAY’S EXECUTIVES ARE TRYING TO CRE- 


ATE THE NEXT FRIENDS BY DUPLICATING THE FORMULA OF SUCH “CLASSICS” 


This complaint could be leveled the PC game industry as well. 
We're faced with a lot of designs “inspired” by the previous year’s 
hit, created by designers who last year were copying the previous 
year’s console side-scrolling platform games. The current “design 
du copy” is the real-time strategy game, a genre that has existed 
for many years (at least as far back as Populous and the original 
SimCity), but with the enormous success of Warcraft Il and 
Command & Conquer has exploded into the public consciousness. 
Of the 50 or so real-time strategy games coming out in 1997 [see 
this month’s Command Post for “The List”], most won't be very 
good. They'll get the graphics right, and possibly add a few new 
wrinkles here and there, but they'll lack that certain something, 
whatever it may be, that Blizzard and Westwood imbued in their 
games. Most will fall down in the most important areas — play bal- 
ancing and playability, which will be due, in part, to the lack of 
experience that the developers possess in cre- 
ating PC strategy games. 
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AS THREE’S COMPANY. 


This is one of many reasons why Microsoft’s Age of Empires 
stands out. While it is a real-time strategy game that’s strongly 
influenced by Warcraft in particular, its developer, Ensemble 
Studios, has the kind of experience you can’t buy in this industry. 
You may not know them, but you’ve heard of the games that 
Ensemble’s Bruce Shelley, the main designer of the project, has 
worked on. He co-designed, with Sid Meier, two of the finest 
strategy games ever created, Railroad Tycoon and Civilization. It's 
his involvement with this project, and his background and track 
record as a game designer, that makes Age of Empires such a 
promising product. 


AGE OF EXPERIENCE 

In the golden age of game design (the 1980s) the innovators 
were more often than not influenced by the board games and 
pen-and-paper RPGs from companies like Avalon HilLand TSR. 
They learned to make do with less, and while t 


games were crude by modern standards, many of the designs 
stand the test of time (evidenced by both the interest in retro- 
gaming and the modern adaptations of these old designs). 
Bruce Shelley is one of those innovators. Much of his gaming 
experience came, as it did for many past designers, while in col- 
lege. As a graduate student in Economics at the University of 
Virginia during the glorious 70s, he was a boardgamer who 
spent hours, days, months playing games like Squad Leader. 
Shelley went on to found Iron Crown Games, which developed a 
pen-and-paper RPG based on J.R.R. Tolkien’s Middle Earth books, 


and eventually ended up working for boardgame publishers SPI 
and Avalon Hill. 


While at Avalon Hill, Shelley helped design the boardgame 1830, 
which was the obvious inspiration for Railroad Tycoon. He eventu- 
ally moved over to their computer game division, where his main 
project was a computer version of Wooden Ships and Iron Men. 
Around this time, a few of his co-workers were moving over to an 
expanding company in Hunt Valley, Maryland called MicroProse. 

Shelley thought it was time to move on after he saw one their 
products: Sid Meier's classic Pirates!. “A friend of mine had it for 
his Commodore 64,” Shelley said wistfully, “and after | saw it | 
thought, ‘Wow, | want to work at a company that produces cool 
games like this.’” In February of 1988, Shelley went to 
MicroProse, where he stayed for five years, working on numer- 
ous products and writing many of their manuals. His two biggest 
projects were the ones that he co-designed with Sid Meier, 
Railroad Tycoon and Civilization. 

After Railroad Tycoon, Meier and Shelley decided to pick the 
biggest topic, the grand topic. You can’t get much grander than 
trying to make a strategy game that covered an entire civilization 
(“and mixed in some Empire,” according to Shelley). That game, 
Sid Meier's Civilization, is arguably the finest strategy game ever 
created. Shelley is justifiably proud of that game, and that design 
has been the blueprint for most grand strategy games since. 
Shelley ended up leaving MicroProse in 1993 and for the next 
couple of years, he worked on strategy guides for Prima. 

Sometime in 1995, as the number of strategy guide assign- 
ments was in decline, Shelley started getting calls from an old 
acquaintance Tony Goodman, who'd established a consulting 
firm called Ensemble Corp. Goodman kept bugging him about 
computer gaming, with questions about the game business and 
design. Eventually, Ensemble Studios was started, and Shelley 
came on board. 

At this point, they came up with the design for the game that 
would become Age of Empires. Even then, it was decided that the 
game would be real-time (influenced, in part, by the original 


Note the beautifully detailed city graphics 


Menu Chat 


Warcraft), it would share with Civilization the goal of having a “big” 
topic, it would be a Windows 95 application with multiplayer sup- 
port, and Shelley would use many of the design philosophies that 
he'd picked up from his experience working with Sid Meier. 


AGE OF DESIGN 

When you start to examine the design for Age of Empires, it does- 
n't really jump out at you. In the most basic sense, you control a 
group of units, gather resources that allow you to build more 
units and structures, fight battles, research new technologies, 
and try to win the game. 

After playing the game for a few minutes, it’s clear that it pos- 
sesses a number of subtle details that set it apart. The scenario 
editor, which is integrated into the main menu of the game, is an 
incredibly powerful tool, giving gamers the ability to create spe- 
cial maps (up to 200x200), add neutral units (find them first and 
they're yours), set winning conditions (using and/or logic, allow- 
ing true multiple winning conditions, e.g., “conquer and find ruin 
or get X gold and X wood), link multiple scenarios together into 
a Campaign, set the computer aggressiveness and intelligence, 
and even create splash screens with graphics and video clips. 

Unlike many modern games, the single-player experience is 
as well-developed as the multiplayer game. The design calls for 
a 32 scenario campaign utilizing multiple civilizations that will 
be based on historical and mythological events. An as-yet-unde- 
termined number of individual scenarios will be included to test 
your mettle, and the game can generate random scenarios with 
any number of computer-controlled civilizations. 

The campaigns will not be dynamic, and you will not be able 
to carry units over from scenario to scenario. However, many of 
the individual scenarios will, like many competitors, have you 
starting with established bases and have to complete some task, 
such as retrieving a certain item, in order to “win” the scenario. 
Some of the early names for the campaigns include such intrigu- 
ing titles as “The Glory of Greece,” “The Rise of Egypt,” and 
“Voices of Babylon.” There will be a total of four campaigns, each 
comprising eight scenarios. 


AGE OF MULTIPLAYER 
All of this talk about the solo game doesn’t mean that multi- 
player has been neglected. Quite the contrary — Age of Empires 
was designed from day one for serious multiplayer action. Two 
to eight players can compete on either specially designed multi- 
player maps or on randomly generated ones. 

Adding to the fun of multiplayer are alliances and coopera- 
tive modes that move the game beyond pure deathmatches 
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(which are present in the form of random maps with enormous 
levels of default resources). In both the solo and the multiplay- 
er game, players may ally and trade with other civilizations (or 
extort money from them). A multiplayer game also allows true 
cooperative play. In this mode, multiple players will have access 
to acommon pool of resources and be able to control the same 
units, allowing players to concentrate on one aspect of the 
game at the exclusion of others (i.e., one player works on build- 
ing, another on resource gathering, another on defense, anoth- 
er on offense). 

A scoring system will allow multiplayer games to be won by 
means other than pure combat. The game tracks your growth in 
military might, economics, religion, exploration (which is tied to 
the discovery of ruins) and science. Each of the civilizations get 
different bonuses in each of these areas, so you can focus your 
play toward certain areas at the expense of others and still win 
the game. 

Like all Microsoft products, the /nternet Gaming Zone will allow 
free matchmaking services for budding Empire builders, but 
direct TCP/IP play will be possible for those on other services. The 
game utilizes DirectPlay, so expect sup- 
port for modems and null-modem 
cables as well. 


AGE OF GAMEPLAY 
You control one of twelve civilizations, 
each with its own strengths and weak- 
nesses (see sidebar “Empires of the 
Ages"). What makes it interesting is that 
each civilizations has its own version of 
the larger technology tree, forcing play- 
ers to alter their strategy based on the 
civilization they control. As you proceed down your path to 
glory, you'll navigate through the stone, tool, bronze and iron 
ages. You'll go from macemen to elephant archers, and triremes 
with catapults to priests (potentially the most powerful unit in 
the game - they can convert opposing troops and buildings to 
your side). 

One major break with other games of its ilk is that there is no 
artificial “power grid” that must be maintained. You can build 
structures anywhere on the map; in fact, if you can get a villager 
(the basic building unit) into your enemies’ base, you could build a 
defense tower and plop down a barracks next to your opponent's. 

This feature has added a whole new feeling to base design, 
opening individual buildings up to easy attacks from the enemy. 
It also adds the element of “point-to-point” fighting that Shelley 
was trying to achieve. You can build walls and defense towers to 
protect structures, but it’s unlikely that you'll be able to wall in 
every structure on the map. 

It even has an effect on strategy. Take the collection of 
resources (which are wood, food, gold and rock); they’re either 
stored in the city center or in special storage pits and granaries. 
To speed up their collection, place a storage pit right next to the 
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A city under attack A parade through your town 


resource being collected (an even better strategy is to put them 
near multiple resources). Regardless of where they may be on 
the map, collected resources go into a common pool. 

The population of your civilization is controlled by the num- 
ber of houses you have. However, there is an overall limit to the 
number of units you can create (50); while it sounds like a low 
number, the scale of the game is quite a bit different than that of 
a Command & Conquer. The limitation also forces you to balance 
the number of villagers and military units (you can destroy units 
with the mere press of the delete key). 

Like other upcoming competitors, Age of Empires uses 3D ter- 
rain, meaning height affects movement speed and grants 
bonuses and penalties in combat. Ranged weapons get bonus- 
es going downhill and are penalized shooting uphill; and watch 
out for the player who manages to get a defense tower fortified 
on the top of a mountain. 

The game utilizes true fog-of-war and line-of-sight when calcu- 
lating what units can or cannot see (though unit facing fortunate- 
ly doesn’t come into play). Once you've scouted an area, that part 
of the map is displayed on both the screen and the map below; 
however, enemy units that move through 
these areas will only be detected if you 
have a building or unit present and the 
enemy moves within their line-of-sight. 

On the interface front, Age of Empires 
utilizes the now standard Warcraft II 
interface, though an option will be 
included to reverse the buttons for 
Command & Conquer players. There are 
keyboard shortcuts for all building 
options, and you can group units, assign 
them to hotkeys and set waypoints for 
their movement. The icon bar is always present along the bot- 
tom of the screen, but those concerned about screen real-estate 
need not worry — you can change resolutions within the game 
from 640x480 to 800x600 or 1024x768. Each gives you more vis- 
ible map area. 


AGE OF Al 
lf there’s one area of design that gamers can agree needs work, 
it would have to be the woeful state of strategy game artificial 
intelligence (Al). The deficiencies are even more apparent in the 
real-time games, as most of these are apparently designed for 
multiplayer, and then a solo game is tacked on. In most cases, 
the computer opponent doesn’t put up much of a fight, and 
often resorts to “cheating” in order to gain an advantage. 

You've heard it before, and you'll hear it again. “Our Al does 
not cheat,” according to Age of Empires’ Al programmer Dave 
Pottinger. “The only cheating we’d even consider is giving the 
computer, on the highest skill level, extra resources at the begin- 
ning of a scenario.” 

While editing the Al files will allow you to fine-tune your own 
scenarios, the ability to generate random scenarios dictated a 
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more generalized approach to Al. They are designing the Al to 
reproduce standard military maneuvers, leaving in some ran- 
dom factor so it’s not too predictable. For example, the comput- 
er can use wounded soldiers to try to bait your troops to attack 
them. Meanwhile, it’s moved its units in behind your town, and 
suddenly attacks with its more powerful attack force. When 
faced with a particular problem, the computer may try multiple 
approaches in order to solve it. For example, a guard tower at 
the top of a mountain is a formidable threat. The computer will 
analyze this situation and try to attack from the front or the sides, 
weakening it with each attack. 

The Al will also learn your style of play as you replay the same 
scenario over and over again, and will pick up your general ten- 
dencies as you play the game. For example, if you tend to favor 
cavalry units as opposed to legions, the computer will eventual- 
ly start to favor strategies to counteract that tendency, forcing 
you to change your tactics from game-to-game. 

Overall, all of this time spent with Al will attempt to, as 
Pottinger put it, “provide the best overall experience for a single- 
player game.” That alone is newsworthy in these days of “multi- 
player-first” designs. 


AGE OF GRAPHICS 

One look at the screenshots should be enough to convince you 
that this is an incredibly attractive game, arguably the most 
detailed and best looking of the upcoming real-time strategy 
games. The animation is both incredibly detailed and fluid, the 
colors rich and varied, and the overall speed of the graphics 
engine, even at this point and minus some final tweaking, com- 
mendable. Despite a box that will warn you that you'll need a 
Pentium to run the game, Ensemble’s Matt Pritchard (a disciple of 
ex-id Software guru Michael Abrash) claims it will still get 30 
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The 12 empires that you'll be able to control i in Age of Empires, and the benefits they'll bring with them. 
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frames per second of scrolling on a 486 DX4/100 because they've 
rewritten the core graphics routines in assembly language. 

The original graphic look was inspired by the benchmark of 
isometric artwork, SimCity 2000, but the art staff at Ensemble, a 
well-scrubbed bunch that look more like a football team than 
stereotypical artists, has created a remarkably attractive game 
(and the fact it runs in 256 colors makes it even more impres- 
sive). Villagers throw spears at wild animals, from gazelles to ele- 
phants, and convert them to food, all with incredibly detailed 
animations. Watch them spear the beast, chop it up and carry 
the meat back to your village. Watch the catapults launch their 
fiery ordnance, and watch it arc across the battlefield. 

Special mention must be made of the various death anima- 
tions, as horses rear back and throw their riders, elephants get top- 
pled, chariots upended and bodies tossed all over the screen. It’s 
an impressive spectacle — mass slaughter as visual poetry. 


AGE OF EMPIRES 

The game is already up and running with most of the features in 
place. The release date is set in stone for October 31st (1997 —- we 
know you were wondering about that). This gives Ensemble 
plenty of time to tune and balance the program. It’s already run- 
ning quite speedily and without any fatal crash bugs, and — dare 
we say — it looks nearly releasable in its current state. 

After playing the game for more hours than any sane adult 
would care to admit, it’s already clear that Microsoft has a prod- 
uct that combines the best parts of Civilization and Warcraft. 
Though it’s impossible to give any sort of final evaluation of 
incomplete software, it can be said that Age of Empires, like 
Civilization, Warcraft Il and Command & Conquer, already has that 
something - whatever it is - that causes minutes to turn into 
hours and nights to turn into mornings. —Steve Bauman 
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There is life on Mars. And in the twilight of the 21st century, it raises 
its ugly head. Dark Colony transports you to that not-so-distant future 
where warring corporations have plundered Mars and unearthed a 
horrific secret. Now, all must suffer the consequences. 

This is real-time tactical: combat — smart, visual, and violent. 
The animation? Flawless. Feel the heat and toxic gases singe your eyes 


with each fiery explosion and massive eruption. 


RATING PENDING 


LAST SEPTEMBER, NASA SHOWED YOU MICROBES FROM MARS. 


A MINDSCAPE COMPANY 


TODAY, WE’D LIKE TO SHOW YOU HOW NICELY THEY’VE GROWN UP. 


early seventies. 
BA batch of programmers at MIT who 
may have been tired of honing the wheel of 
technology decided they could amuse themselves 
and their colleagues by casually developing tools to bring 
games to mainframe computers. Before you could say “plugh,” pro- 
grammer/spelunker Willie Crowther and Stanford University’s Don 
Woods had on their hands the first “real” piece of interactive fiction, 
fondly remembered by old people as Adventure. Once it was out 
there, anyone who could connect did nothing else in life but solve 
the game, and the entire computer industry was set back for about 
two weeks. When it came up for air, one thing was certain — an 
entirely new entertainment form was born. It grew quickly and wild- 
ly; graphics and sound burst onto the scene, genre splits occurred, 
cross-genre dressing, trans-genre-ism and who knows what else. 
Now what? 

With the plethora of recent action/adventures (heavy accent on 
the “action”), the birth (and imminent death!?) of interactive movies 
and the flux of Myst wannabees (you know who you are), many folks 
are speculating that the adventure game as we knew it is all but 
dead. We say, “not so!” The good news is that grues, two-headed 
monkeys and the zug-zug contingent are lurking in the wings to 
restore faith that traditional adventures are not on the endangered 
species list. At least not yet. 


Hello, sailor 

The earliest legacy to which we see a tribute is that of the Zork 
Universe. Activision, who has had the Zork franchise since its acquisi- 
tion of Infocom in 1986, is presenting Zork Grand Inquisitor, an aston- 
ishing twelfth in the string of Zork related products which goes back 
to 1977 (counting Enchanter, Sorcerer, Spellbreaker and Wishbringer). 

Those who were dismayed by the somber and dark Zork Nemesis 
will be thrilled to see that Zork Grand Inquisitor designers are really 
devoted to giving us back the humor of the earlier days of Zork 
when Lord Dimwit Flathead the Excessive was ruler of the Great 
Underground Empire, and the official currency was the zorkmid. Well, 
you'll be happy to know that the official currency is still the zorkmid, 
and there will be plenty more that is familiar to those who remem- 
ber Zork as it used to be. 

The game combines live-action video, 16-bit graphics and an 
enhanced 3D 360-degree engine similar to Zork Nemesis’, immersing 
the player in a first-person view of locations such as Port Foozle, GUE 
Tech, the White House and the ever popular Flood Control Dam. The 
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game 

is set in the 
Zork world about a 
hundred years after Beyond 
Zork. Our title character, The Grand 
Inquisitor, was originally from Zork Nemesis, a 
monastery character that was never realized in film, 

but appeared in text form only. 

The main character with whom we will interact is the Dungeon 
Master. As in Spellbreaker and Beyond Zork, we find that magic has 
gone away. The Grand Inquisitor has deemed it illegal - punishable 
to the greatest extent of the law. A curfew is in effect, and life in gen- 
eral... bites. The Dungeon Master has been sitting around for cen- 
turies as the spiteful rules of the Inquisitor are upheld, and points out 
a magical flower to the Inquisitor believing that magic, being magic, 
must return. Unhappy, the Inquisitor bludgeons the DM to death 
forthwith. Almost. The essence of the DM escapes his body and ends 
up in Port Foozle circa 1067 GUE. Enter The Adventurer, who will 
time-travel back to three periods of Zork history to recover three 
magical treasures that will ultimately restore magic to the land. Zork 
players will remember them as The Skull of Yoruk (I knew him, 
Horatio...), The Cube of Foundation (for cement pourers everywhere) 
and the Coconut of Quendor (and its secret pifa colada recipe). Time 
travel will take place from the perspective of the Brogmoid, The Griff 
and Lucy Flathead (of the Beverly Hills Flatheads). 

New to the Zork Universe is an environment map enabling instan- 
taneous teleportation between locations (de rigueur these days). But 
most engaging is the fact that they are playing up the humor we 
have come to associate with Zork. We may or may not see a grue, but 
we will see a Brogmoid, Charon, the oarsman of the Hades Shuttle 
Service, Marvin the Magical Goatfish and the EGRAM spell to make 
purple things invisible (finally, a Barney-detonator). 


Hey look! It’s a two headed monkey! 

Next in line in the legacy trail, albeit much less connected to the 
birth of the genre, is the long-awaited sequel to the highly 
acclaimed Monkey Island series. In 1990, the world was introduced 


~ 


to that quirky |-wanna-be-a-pirate kinda guy with a name to be 
reckoned with — Guybrush Threepwood. The Secret of Monkey Island 


and Monkey Island 2: LeChuck’s Revenge will soon have a big sister - = Gate Ot 


Islan 


The Curse of Monkey Island. 

No hardware stresser here, the game will be a third person cartoon, 
done in high-resolution 2D 640X480 256 colors. Technology is not the 
point, say designers, story is. 

Guybrush is back sporting a longer, manlier persona on the out- 
side... and visions of Elaine Marley resting soulfully on the inside. But 
of course, the evil pirate LeChuck hasn’t given up on making the lovely 
Ms. Marley his bride. He tried as a ghost in Secret, as a zombie in 
Revenge and this time he appears as a demon, complete with flaming 
beard and sinister parrot. You'd think after years of therapy that he 
would know better that relationships are not built on this kind of sen- 
sationalism, but nooooo... 

Guybrush, in order to secure Elaine for himself, slips what he doesn’t 
realize is a cursed ring onto her finger. She is Midasized (but could use 
some work on her catalytic converter) as gold as puce is purple. 
Guybrush must uncurse Elaine, thwart LeChuck and otherwise defend 
himself against villains and other pirates (Har!). Expect a few arcade 
sequences here (a usually dubious attempt at variety in gameplay), as 
you will need to demonstrate agility with a cannon and blow up a few 
pirate ships. 

Many have been bothered by the end of the previous game in 
which it is revealed that the evil LeChuck is actually Guybrush’s annoy- 
ing little brother Chuckie. And it was all a dream... This ending more 


or less shot down sequel possibilities based on these characters (little 
brother, indeed). Co-project leaders and designers Jonathan Ackerman 
and Larry Ahern admit that weaseling out of this one was... er, rather, 
ingeniously creating plot elements to explain the little-brother-phe- 
nomenon was one of the greatest challenges of the design. Those 
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who didn’t play Monkey Island 2 will not be burdened by the explanations, and those who 
did will have all of their questions answered. 

The game will feature a chapter structure similar to that of The Secret of Monkey Island, 
and will reintroduce many of your favorite characters, including bespectacled Wally. Will 
we see Stan? They won't commit. Guybrush will be played by Dominic Armato, who, 
according to all sources, is Guybrush Threepwood. The voice of young pain-in-the-butt 
Kenny Falmouth will be played by Gary Coleman - accident? Or fate? 

“There will be more monkeys in The Curse of Monkey Island than in Monkeys 1 and 2 
combined,” says Ackley. Ahern agrees and assures us that no monkeys were forced to 
wear makeup during the production of this game. The two designers really enjoy work- 
ing together, and described the intricately creative design process as, “the four of us 
[including lead animator Marc Overney and lead artist Bill Tiller] are just a buncha pro- 
grammers and artists sittin’ around cracking each other up.”When asked what the world 
should know about Ahern, Ackley said,“Larry doesn’t snore.” The reciprocal question to 
Ahern yielded, “He is the slowest eater | have ever met in my entire life.” Ackley concurred. 
These are very funny men whose humor should serve them well in the Monkey Island 
universe. And they have a lot to live up to. The former games have been lauded as some 
of the funniest and clever games in the history of the genre. When asked about the lega- 
cy of Ron Gilbert, Ackley stated, “Ron is one of the greatest talents of our industry, and 
we certainly wouldn't be making a Monkey Island game without Ron and the style he has 
cemented for us.” 

Can Monkey Island survive without Ron Gilbert? We'll see, and as Guybrush might have 
said after winning his fourth world spitting championship, “OK, fellas, show us what you 
can do... it’s time to spit or get off the pot.” 


Adventure comes to Azeroth 

When overnight (?!) success company Blizzard Entertainment decides to invest in the cre- 
ation of a 2D point ‘n’ click, it is further evidence that the genre is not only alive and well, 
but moving forward to reach an audience that was perhaps not weaned on the Zorks. 

Warcraft Adventures: Lord of the Clans is Blizzard’s first step into the realm of traditional 
adventure games. They too have heard rumors of the dying genre and refuse to believe 
it. The Warcraft universe, center of Blizzard’s strategy blockbusters, is richly steeped in his- 
tory and legend - so much so that the conveyance of story and characters in the inter- 
mission segues of Warcraft, Warcraft Ii and Beyond the Dark Portal sometimes got lost in 
the fervor to fast-forward to the next “zug-zug.” Said designer Wild Bill Roper, “We want- 
ed to take the Warcraft universe and showcase it; there’s all kinds of stuff that we know 
about that is hard to get across in a strategy title. The epic scope and scale that we enjoy 
is not always evident.” 

The story begins two years after the Dark Portal is destroyed. Orcs are trapped in 
Azeroth, and humans in Draenor. Azeroth was in shambles after it had been at war for six 
or seven years, and the land has become barren and dry. All remaining orcs have been 
forced into camps or reservations. They're allowed to live, basically, but that’s about it. 
Their petitions to open BINGO halls were immediately denied. They were forced either live 
peacefully with the humans or be chastised —- a broken, beaten, degenerated species — a 
mere shadow of their formerly proud race. 

At the scene of the final battle at the Portal, a small orclet was found and confiscated 
by Lt. Blackmoore. This is our hero, Thrall, who was raised by Blackmoore completely iso- 
lated from other orcs. He has not a clue as to his orcish nature, or of anything even 
remotely orcian. Throughout the game he researches his heritage and tackles the prob- 
lem of why the Clan has become so passive (testosterone depreciation?), and at one point 
goes dwarven. Over 70 characters are presented in high-resolution 2D, and we'll see a lot 
of familiar faces such as Kargath Bladefist, leader of the Shattered Hand Clan and cousin 
of Edward Scissorhands and Captain Hook; Deathwing, just kickin’ back in his lair; and 
Zul'jin, who now runs a curio shop. 

A lot of characters were developed by adopting a tongue-in-cheek projection of what a 
particular character might be doing when the nations are not at war. Curio shop? Sure, 
why not? Thrall will be played by Clancy Brown (Superman's Lex Luther, Highlander, The 
Shawshank Redemption), Doomhammer by Peter Cullen (Optimus Prime from TV's 
Transformers), and Disney's Hunchback of Notre Dame, Tony Jay, will play Drek’thar. 

Will strategy players buy a traditional adventure? Blizzard thinks so. 


He who laughs last 

The important thread that unites these three products is the humor that lies at their core. 
When a player does stupid things in order to solve an adventure - and admit it, we do 
(“Tickle the chandelier,"“cheese the door”),a humorous setting is generally more appro- 
priate as we are thus invited to laugh at ourselves. Oh, sure, comedy is not easy to do. 
Perhaps that’s why we haven't seen quite as much of late (exceptions: Callahan’s Crosstime 
Saloon and The Space Bar, for two). Three industry giants are offering us laughter in the 
footprints of classics. They believe there is life and afterlife in the traditional adventure 
genre. Let’s believe them. s 
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Spectacular animation. Leaders of the-fallen Yedda Empire 
describe the events leading to their downfall. 
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Customize your units. Acquire genetic Manele elem icouimentelanse 
enemies to create new, better-equipped fighting units. 


View more terrain. Place units in formation and monitor 
Strategic movement with the unique 200m mode. 
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Centuries ago, in another world, a great 
~ civilization crumbles. And in the ensuing 
void, four former slave clans are set free 
ie) battle for rule of the planet. Now you 3 
-command one of the alien clans and create. 
‘your own customized. units in a brutal. 
struggle for power. In this real-time strategy 
game, the strong survive. The meek die.- | 
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While one can argue about whether war is ever really 
chivalric, there’s little question that we often hold 
some elements of war as such, combining excitement 
and/or romance, especially from wars that have gener- 

ally faded from the memory of the living. Even though 
few of the combatants still live, World War |, with its trenches, 
barbed wire, and machine guns, is generally not thought of when 
one says chivalry... until you mention air combat. It was during WW | 
that air combat saw its beginnings, beginnings marked by flimsy air- 
craft, little instrumentation, and no aerial tactics. Forgotten on the 
ground, a code of conduct marked much of air combat, revolving 
not so much around kill ratios and combat results as around stature 
and honor (or at least, that’s what people seem to think). Aces might 
call out other opponents for aerial duels that had little to do with the 
combat on the ground, and both sides might mourn the loss of an 
honorable participant, no matter his affiliation. 

In the world of computer gaming, WW | flight sims seem to come 
in waves; none are released for several years, then we'll get a couple 
(or several) in close order. The last big wave of such games saw the 
release of Red Baron, a game generally regarded as the best of the 
era (and arguably the best of any era), and one still played regularly 
today. Still, it's been a number of years, and.as with planes in WWI, 
the technology of computer gaming has advanced significantly and 
Red Baron is showing its age. The cry is out for a new Ace, and Sierra 
is attempting to respond with a complete rework of its old classic 
called, cunningly enough, Red Baron Il. 


Lhe setting 

The game is set over the portion of the Western Front that crossed 
through Northern France, and it covers the entire air war. You may pilot 
one of 26 plane types for either France, Britain, the United States, or 
Germany, and will encounter approximately 40 plane types altogether. 
A quick-start mode will be the most arcade-ish, dropping you, all by 
your lonesome into a virtual airspace loaded with enemy. Historical or 
generated single missions will let you command or participate in spe- 
cific actions, whereas the campaign mode lets you dive into the meat 
of the game as you build your career throughout the war. 

The world as currently modeled has over 40,000 square miles of 
digitized terrain, complete with accurate locations for the cities, vil- 
lages, aerodromes, bases, and other features you would expect to 
encounter at this period in history. (This amount of ground detail, 
coupled with the beautiful planes, has caused one important casual- 
ty — 3D acceleration. It will not be supported, as the current batch of 
cards cannot handle the number of textures in the game environ- 
ment.) This world will not be a static historical snapshot, either, but 
will change and show quite a bit of activity. As you fly the mission. 
generator will be constantly tracking and updating activity in a 50 
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mile bubble around your plane, even modeling activity out of your 
line-of-sight. For example, on the way to a balloon-busting target 
you may see a dogfight occurring in the distance, cross over a battle ~ 
on the ground, or even hear the wail of an air-raid siren as you skim 
over an enemy aero- 
drome (perhaps gener- 
ating an unwanted 
response in the 

rocess). Civilian tar- 
Ps will theoretically 
be off-limits, but 
should you strafe a_ 
town you might hear a 
church bell pealing out 
cry of outrage. All this 
activity may well have 
nothing to do with 
your mission and, in 
fact, involvement in it 
may cause you to fail at 
your assigned goals, so you'll need to stay sharp and stick to your 
objective... at least until honor demands that you respond. For 
those moments when the urge to blast your friends to smithereens 
rises above your need for historical immersion, the game will offer 
complete multiplayer dogfighting for all of your dogfighting needs. 

“Getting it right” is obviously important to the team at Dynamix; says 

producer Neil Haldar, “The team that’s been assembled and has been 
working on the product is very passionate about having detailed 
authenticity so you have the right squadrons in the right places at the 
right times flying the right kinds of planes with the right markings.” (He 
does caveat this by saying “We've made a couple of [historical] tweaks 
to enhance gameplay; maybe this squadron moves off a little bit ahead 
of when it actually did, but for the most part it’s historically accurate.”) 
For example, the plane markings are more than just digital decals — 
they show the specific unit affiliations of a particular plane; the wise 
pilot will learn these and track the quality of friendly and enemy 
squadrons so he or she knows what to expect when the furball’s joined. 


lhe éampaigm game 

While single missions will be fun once in a while, hard-core sim pilots 
will want to dig into the meaty campaign games. You'll start a lowly 
wingman, just a small cog in the machine of a larger mission. At this 
level you won't have to worry about navigation, mission planning, or 
any of the bigger picture; instead your goal is to protect your wing- 
man, accomplish the mission objective, and stay alive. You may be 
tempted to peel off to investigate something you see happening or 


Keep track of 
enemy Aces; 
eventually you 
may wish to 
challenge 
them to a one- 
on-one duel 


Taking out a 
Dr. I; note 


that this is 
not the 
authentic 
cockpit for a 
Sopwith Pup! 


Civilian loca- 
tions were 
supposed to 
be off limits; 
obviously they 
weren’t always 
Bailing out 
between the 
cloud layers; 
early in the 
war pilots 
often didn’t 
wear para- 
chutes, so 
they would 
have to choose 
between burn- 


ing or falling 
to their deaths 


A British F.E. 
2 from early 
in the war, it 
was driven by 
a pusher 
propeller 


An example of 
a simpler 
cockpit 


to join an “exciting” looking fight, but this isn’t the way to 
rise in the ranks — teamwork is. As you successfully com- 
plete missions you'll get newer, better aircraft, perhaps 
move to a more elite squadron, and maybe get promoted. 
At higher ranks you'll need to learn navigation as it will be 
you leading the missions; eventually you'll be planning 
them as well as executing them, and the entire squadron 
will be your responsibility. 

Red Baron II would be less of a sim if it didn’t include the 
personalities that gave WW | combat its aura of romanti- 
cism. As you grow in stature you'll track the status of 
enemy aces; if one is outpacing you in what Sierra terms 
the Ace Race, honor demands that you challenge him to a 
one-on-one duel. As you rack up your own kills, though, 
be prepared to face similar challenges from a mounting 
number of enemies — turn them down and you risk your 
standing and your honor. Like the aces of old, you'll be 
able to paint your plane in a scheme that will identify you 
to friends and enemies alike. 


he siusuletiow 
Of course, the missions and campaign are just a wrapper 
for the heart of the game - the actual simulation. There is 
almost nothing left of the original game inside Red Baron Il 
(except the gameplay, we hope). The flight model, done 
bysimulation veteran Gary Stottlemyer, is now physics- 
based; the forces that act on your plane are modeled on 
the fly (so to speak), so that, for example, damage to a 
wing will realistically stress your plane as air flows over and 
around the damaged portion. The Dynamix team has put 
quite a bit of time into researching not only the general 
designs of the planes but the materials that went into their 
construction, and this research has been incorporated into 
the modeling. Ironically, even though the modeling is 
more advanced, the planes, in some instances, are actually 
easier to fly. Stottlemyer explains that the games a few 
years back often used a lot of contrivances in their models, 
contrivances that sometimes introduced strange, unrealis- 
tic, and unpredictable flight results in some of the aircraft, 
making flying them more difficult. With the new modeling, 
many of the planes will, once they're airborne and into 
level flight, basically fly themselves. Easier, though, doesn’t 
mean unrealistic; send one of these fragile birds into a 
power dive and you'll likely shear its wings in short order. 
As with Red Baron, the cockpits are being modeled with 
varying levels of instrumentation authenticity. The Easy 
cockpits will be loaded with all the instruments a modern 
pilot would expect to find, including many not found in 
WW I-era craft. The Balanced cockpit reduces the instru- 
ment count somewhat, and the Authentic cockpit gives 
you what that plane actually had - often not much more 
than a compass and a tachometer. In the higher difficulty 
levels you will need to learn to navigate, using compass 
bearings, a timer, a map, landmarks, and your best speed 
guesstimate to guide you to your objective — true seat of 
the pants flying. Red Baron II also features a new cockpit 
mode that lets you slew your view about in 3D, something 
that should help situational awareness tremendously. 


Valse to tlre slites! 

World War | planes were simple beasts; a joystick, throttle, 
rudder control and a trigger button are all that you should 
need to fly one in Red Baron II (indeed, the Microsoft 
Sidewinder Pro should be ideal). Because of this simplicity 
the game will be well suited for those just getting in to the 
flight simulation genre, but the advanced features will, 
Sierra hopes, please the most critical sim grognard. We'll 
all get our chance to find out if they've succeeded later 
this year. -Scott Udell 
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A team of folks at Activision is work- 
ing to change that with a game called 
Heavy Gear. Chacko Sonny, the 
game's director, perches atop a pile 
Fa of bean bag chairs (there is a 
ff shortage of real chairs as 
. Activision moves their offices to 
' another building). With his 
_ swarthy complexion and seri- 
ous eyes, he looks like a 
Bedouin prince sprawled 
across his cushions. He 
describes the early con- 
| cept behind gears."If 
you remember the 
loader vehicle that 
Ripley drives at the end 
of Aliens,” he says, “it’s kind of 
like that except you strap some 
armor and guns onto it.” 
Gears are smaller than mechs, at about fifteen 
feet tall. Whereas the mechs in MechWarrior 2 
each featured about five distinct animations, Gears 
in Heavy Gear will boast around 30. Gears have 
hands, fingers and all, to pick things up and hold 
weapons. They can crouch, jump, sidestep, and lob 
grenades. Their limbs can rotate on all three axes 
rather than the singles axis of a mech limb. 


In addition to more human movement, Gears have limit- 
ed Al brains called n-nets (neural nets). These are trans- 
ferable boxes that acquire experience from their pilot's 

input. “It learns as the game proceeds. Your Gear might 
get faster, it might reload its weapons a little more 
quickly. Whatever you use more often, whatever you 

teach it, it will learn to enhance,” says Dustin 
Browder, the game's associate designer. He 
describes how n-nets can get better at mine 
detection or tagging incoming missiles. There are 

\ } = also “unknown behaviors” that the n-nets learn 

on their own, some of which might be negative. 

Although the game's designers were pretty cryp- 

tic about some of these, Browder says Gears 

1 | might learn different poses, flashing a “victory” 

Activision « Windows 95 ~~ | ' : 4 symbol with his fingers as an example. 

‘ j Browder is a big fan of the game that inspired 

Activision's Heavy Gear. His eyes light up and he 

bubbles with the enthusiasm of a puppy with a ten- 
nis ball when he talks about Dream Pod 9’s pen- 

and-paper game. One of the reasons this team set- 

} =tled on Heavy Gear for their new mech game was 

= the richness of its universe. Unlike Battletech, 

& which started as a tactical combat system, Heavy 
Gear has been developed from the get-go as a 
role-playing game and a combat system. This 
gives Activision the flexibility to expand the 


by Tom Chick 


~ he appeal of robot combat games isn’t 
just a fascination with giant sci-fi vehicles. 
Rather, the robots in mech games are big- 
ger, more powerful extensions of ourselves. Multiply franchise into other genres (computer RPGs and 
your frail flesh by ten and hardwire it with hi-tech strategy games, for instance). 
weaponry. These aren't just tanks (that’s a whole other But it is the game's combat system that appeals 
genre); they're our rampaging ids made metal and let loose in most to the Activision team. One of the best things about [the 
a digital domain. But these sims have only had limited success —(/1@4VY Gear] universe Is that it has this whole combined arms con- 
: ; ‘ ceit,” says Sonny from his throne of pillows. Browder describes it 
with anthropomorphism. Remember how the Summoner in the in detail:“In Battletech, you had weight classes. It was always bet- 
MechWarrior 2 intro did a half turn and reached back to dis- 


: : : : ter to have a bigger weight. 100 tons would always destroy 20 
patch the Timber Wolf with an almost cavalier attitude? The tons. In Heavy Gear, we have scouts, high and low tech, general 


polygons in the actual game were woefully incapable of that purpose Gears, heavy support Gears, and the huge mammoth 
sort of movement and attitude, that sort of humanity. Gears that sit back at long range and pummel people with 


MechWarrior 2 is to human beings as pong is to tennis. advanced weapons systems. The difference we're trying to go for 


€} computer cames 


here is that each of these units will have a tactical 
role on the battlefield. Sure, the scout isn’t meant 
to go head-to-head with the support Gear, but he 
might be 800 meters in front of friendly support 
Gears and he’s allowing them to call in strikes. 
We're trying to aim for an integrated environment 
where every Gear, every vehicle has its purpose in 
the battlefield and without any one of these guys, 
you're somewhat hampered.” 


Heavy Gear's producer, Tim Morton, is a veteran of 
MechWarrior 2: Mercenaries and the lush 3Dfx con- 
version of MechWarrior 2. He has a soft-spoken, 
good-natured quality, kind of like Dana Carvey’s 
George Bush. But his long blond hair and goofy 
charm are more reminiscent of Dana Carvey’s 
Garth. When asked about the narrative structure 
of Heavy Gear, Morton speaks admiringly of 
Activision's Interstate 76:“Those guys did a fantas- 
tic job of marrying combat to story.” His descrip- 
tion of Heavy Gear's storytelling sounds familiar. 
“You'll have cutscenes interspersed. Although 
they’re not very long, they definitely draw you 
into the environment much more deeply, 
because you are a character in the story. The 
characters you're seeing in the cutscenes you're 
hearing on the battlefield. And the effects of 
what you're doing on the battlefield really trans- 
late over into the story.” 

But /-76 suffered from being a strictly either/or 
experience: you could take the linear road or the 
random road. Heavy Gear will make the random 
road a bit more interesting.“On the one hand we 
have the story experience which is linear. There's 
also the experience [i.e., the random mission 
generator] that’s not in any way predetermined. 
That experience, though it doesn’t have charac- 
ter-based cutscenes, does have heavy emphasis 
on your pilot as a character. Your pilot will gain 
rank and access to new technologies. We've done 
a lot of work on a random mission generator and 
that will feature unlimited missions so you can 
continue playing through the non-linear experi- 
ence for as long as you want to build your char- 
acter.” As with Diablo, characters developed this 
way can be used in multiplayer games, complete 
with the unique characteristics a player's n-net 
box picks up. 

Browder chimes in with a description of how a 
series of random missions might progress.” You 
can do a search and destroy mission, which 
allows you to find the enemy. Then you can doa 
battle mission which allows you to fight them 
and if you defeat them then you can do a pursuit 
mission as you blow into their rear areas. As you 
destroy structures, as your structures are 
destroyed or captured by the enemy, it affects 
variables: the supplies that you have, which affect 
the kind of gears that you have.” Could gamers 
starved for a truly dynamic campaign engine 
have their prayers answered at last? 


Heavy Gear will also introduce a whole slew of 
new features for players accustomed to the 
MechWarrior engine. Many Gears are equipped 
with indirect fire weapons, such as grenades and 
mortars. The terrain system has been completely 


redone to allowing for rolling hills, 


which makes lines of sight and 
indirect fire more significant. 
There's a faster movement mode 
akin to skating, where a Gear's legs 
lock up and it moves on treads, 
gaining speed at a cost to 
maneuverability. The wireframe 
models displaying damage to 
enemy units are now directl 
overlaid on the actual unit, offer- 
ing immediate feedback on 
where and how well you're hit- 
ting your target. The modeling of — 
armor is more sophisticated, 
requiring penetration checks for 
weapons; smaller weapons can 
fire till the cows come home with 
no hope of damaging well- 
armored targets. As with the 
MechWarrior games, Gears are all 
customizable between missions, 
depending on a player's combat 
priority rating, which gets higher 
as a player racks up kills. Combat 
priority can also be used to match 
players of similar skill levels in 
multiplayer matches. 


Of course, Heavy Gear will support multiplayer 


gaming, having benefited from the painful 
lessons learned from the MechWarrior titles.“We 
went through a lot of blood and sweat to debug 
Netmech" says Morton of MechWarrior’s network 
multiplayer shell.“From there we took it to 
Mercenaries, which was better. We introduced 
Internet play, but it was hard to use. With /-76, 
we've gone another step and it’s very well inte- 
grated now in the Windows 95 environment. For 
Heavy Gear, with literally a couple of clicks you'll 
be on the Internet.” Morton says they're working 
to accommodate the frequent customer 
requests for features like dynamic joining and 
co-operative missions. 

Heavy Gear is being built from the ground up 
to support new technologies.”On the graphics 
side we just finished a floating point conversion 
that lets us take advantage of Pentium-specific 
optimizations,” says Morton.“We have Direct3D 
support built into the engine. We're doing sup- 
port for 3D sound. We have a programming team 
that rivals in size the programming team we had 
for MW2." Despite their resources, the develop- 
ment team has had to let some ideas go by the 
wayside. For instance, although Gears will be able 
to knock each other over, bona fide hand-to-hand 
combat proved impractical. Browder almost wist- 
fully points out a painted lead miniature with a 
vibroblade that probably won't find its way into 
the finished product. 

The stunning look of the game thus far was 
only matched by the enthusiasm of Heavy Gear's 
producer, director, and assistant game designer. If 
these guys were a band (“Ladies and gentlemen, 
please welcome Heavy Gear!”), Chacko Sonny 
would be the brooding lead singer, Dustin 
Browder would be the cheery drummer, and Tim 
Morton would be the laid-back bassist. This fall, 
we'll get to see what kind of music they would 
make when Heavy Gear stomps onto the shelves. 


Direct 3D support will allow for considerable detail in the 7 
texture mapping, as is evident in the buildings q 


The “pack” on the Gear’s back is its engine; hits 

from behind are more likely to damage or 

destroy a Gear’s ability to move. You can see 

the treads on the Gear’s feet are used for its 

faster secondary travel mode 
i a arama 


Although no longer attached to its owner, 4 
you can see a bona fide gear hand on the right. 4° 
There’s one gear that won’t be doing much a 
clapping any time soon 
ar EE 


Tony La Russa Basehall 4™ is the perfect doubleheader: complete baseball strategy now combined with faster gameplay 
and pro-modeled 3D graphics. Snag that screaming line drive. Snare the ultimate pre-season draft pick. And see that diving 
catch from 26 different angles. Hundreds of stats help you match wits against the 1996 Manager of the Year—or another 


player over a modem or LAN. From Spring Training to the Fall Classic, you've got all the bases covered. 


©1997 Stormfront Studios, Inc. All rights reserved. Tony La Russa Baseball 4 is a trademark and Stormfront Studios is a registered trademark of 
Stormfront Studios, Inc. Maxis is a registered trademark of Maxis, Inc. Officially licensed by the Major League Baseball Players Association. OMLBPA 
1997. All other trademarks or registered-trademarks are the properties of their respective owners. To order, contact your retailer or call 800-33-MAXIS. 
Visit the Maxis Web site at http://www.maxis.com. 
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Three sectors each contain a number of different 


operations areas; these are further subdivided into 
specific maps oe 30 at the -sobteba EOUBE 
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Flametinowens are included i in the expanded > 
weapons mix (note: the numbers on each build- 
ing denote the number of stories, and the inter- 
face art is not — 


up to you to make decisions about wh 

put Requisition Points. The number of 

Requisition Points available to any 

tion depends, in turn, on the am 

you've allocated to that sector. This 

borne operation, and the Allied airl 

up to the task of lavishly sup} ying 

only one sector can get air sup 

you'll have some toug| decisio 
Avoiding one-sided pla 

important to the game; ni 

the Germans present you 

ations only, and playing 1e 

guarantee that you're alway 

Says Keith Zabalaoui, p 

Games,“That’s something € 

attractive about this bat 

always attacking or always ¢ 

side is always outnumbered by 

It’s give and take all throughout th 
Victory in A Bridge Too Far will be 

the historical operation; if you do be 

the Allies (or Germans) did, you'll win, wors 

_and you lose, and a historical outcome mean 


are in the modeling of the terrain. Maps are now - 
hand-crafted (they're no longer tile-based), and 
are based on aerial photographs taken before 
the battle, paper maps, and visits to the actual 
battlefield. They are in 16-bit color and come in 

4 MB chunks; helping to improve the scrolling 
speed. Map detail at the zoomed-in level has 
been vastly improved, and the units too are no- 
longer pixelated blobs. 

Each map takes approximately three man- 
weeks to do (one of the reasons there is no map 
editor), and includes a lot of information under- 
lying the visuals. One of the biggest “data 
changes’ is the addition (finally!) of height for 
both terrain and buildings. While Close Combat 
was actually modeled in 3D space, all of the 
underlying terrain was flat and buildings single- 
storied. The buildings were the tougher prob- 
lem due to interface issues; the solution - one 
provided by gamer feedback - was to abstract 
the placement of units in buildings; according to 
Atomic’s John Anderson,“What we do is treat 
any solider in a multistory building as if he 
could exist at any one of those particular levels.” 
As before, buildings do add defensive benefits, 
but they can also be brought down by heavy 
gun and mortar fire, killing any troops inside. 

In an effort to keep the interface simple, only 
one new command, Sneak, has been added. It 
lets you order a team to do just that — crawl up 
on a position and, once they reach it, not imme- 
diately engage everything in sight, making it 
much easier to set up ambushes. Areas of sup- 
pression fire are now highlighted, and the sprites 
representing individual troops (which were 
already larger-than-life) have been expanded 
again and will be colored accurately based on 
nationality, troop type, command level, etc. 

Zabalaoui says that A Bridge Too Far has “way 
more variety” in terms of troop and weapon 
types than Close Combat did; currently the 
game has some 130 infantry and vehicle types 
from the four different armies that were the 
major combatants in Market-Garden. SS units 
will be included in the game; while hard on the 
marketers, perhaps, they played a critical role in 
defeating the Allied operation, and leaving 
them out would destroy the historicity of the 
simulation... and history is a big part of Atomic 
designs. Zabalaoui says “I try to make [my 
games] as realistic as | can because this is proba- 
bly going to be the biggest doses of history a 
lot of people are going to get.” On leaving out 
controversial units like the SS forces he says “We 
don't want to be revisionists; if you erase the evil 
you'll have a hard time recognizing it the next 
time it comes around.” 

While largely hidden from the player, there 
are a huge number of elements (at last count, 
142) being tracked behind the scenes, including 
the height of objects in ¥2 meter increments, 
coverage provided for troops in different posi- 
tions, protection ratings, movement rates, flam- 
mability, amounts of debris left over once an 
item is destroyed, etc. Data tweakers and grog- 
nards take note; while not documented, much 
of the data is in fairly self-explanatory text files, 
so if you think they got the average burst 
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“shadow,” something you can use 
to your tactical advantage 


Oosterbeek landing zone - a killing 
zone for any soldiers caught out in it 
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The Americans hold the Zon bridge, but 
for how long? Also, it appears as if the 
Germans have been at least partially 
successful in destroying the bridge 
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Setting the supply priorities between 
the sectors 


main gun fire might be enough to turn 
a building into rubble - a good way to 
take out German defenders 


amount on a .50 cal. wrong, you can change it 
(although doing so may invalidate your setup 
for multiplayer games). 

Many other little design tweaks should 
improve the game as well. Units can be retreat- 
ed off-map during combat, saving them for a 
future operation. You can now issue orders to 
units at deployment time before the action 
begins, something both more realistic and 
easier on the gamer. Atomic had lots of 
complaints over the mission ending condi- 
tions, which were based on solely on the 
morale of the units in each firefight. For A 
Bridge Too Far, the gamer gets more input, 
and can choose to either flee immediately or 
start an unofficial cease-fire by breaking off 
the immediate fire-fight. 


THE EXTRAS 

The best opponent is always another human 
being, and A Bridge Too Far will continue to let 
you match wits with the best in two player 
head-to-head across modem, LAN, and the 
Internet. Close Combat used a multiplayer 
model based on order-passing alone; while this 
kept message traffic to a minimum, there ended 
up being quite a few problems maintaining 
synchronization between the two machines. A 
Bridge Too Far will fix this by going to a client- 
server model where actual event data is flowing 
between the two machines, something which 
should improve reliability but may hurt gaming 
on lower-speed connections. 

An editor feature was one of the most 
requested additions for the Close Combat 
engine, and the Battlemaker is Atomic’s answer. 
There will be no map editor (according 
Zabalaoui, “it is impossible for us to give 
[gamers] a map editor because of what we're 
doing with the maps” - see the map explana- 
tion, above), but the Battlemaker lets you play 
with just about everything else. Pick a map, set 
your deployment zones, specify victory loca- 
tions and types, and decide whether you want 
to buy units, leave your purchasing power as 
in-game requisition points, or mix the two. 


JUST ENCUGH BRIDGE? 
Close Combat caused waves in wargaming cir- 
cles; its real-time aspect broke away from the 
prevalent wargame style, and its former associa- 
tion with the board wargame Squad Leader 
under a previous publisher caused some confu- 
sion and not a little rancor with some gamers; 
also, there were some design aspects that some 
grognards (being true to their natures) grum- 
bled about. While Microsoft, Atomic, and many 
gamers were happy enough with the results 
(and, apparently, the sales), all recognized that 
there were improvements to be made and new 
approaches to be tried; A Bridge Too Far is the 
result. If you just plain didn't like the overall 
approach Close Combat took, this sequel proba- 
bly won't change your mind; the rest of us, 
though, can hope that the improvements to the 
system will lift A Bridge Too Far to the level of a 
classic. We'll all get the chance to see if Atomic 
and Microsoft have succeeded this Fall. = 
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“STAR TREK fans 


Over 20 CHALLENGING MISSIONS 
IN SPECTACULAR 3-D ENVIRONMENTS 


FLY UP TO FOUR FEDERATION 
STARSHIPS AGAINST 30 AMAZING 
3-D POLYGON ALIEN SHIPS 


STARRING WILLIAM SHATNER, WALTER KOENIG 
AND SPECIAL APPEARANCE BY GEORGE TAKE! 
IN THEIR LEGENDARY ROLES OF CAPTAIN KIRK, 
COMMANDER CHEKOV AND CAPTAIN SULU 
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BY GAMERS. FOR GAMERS. * 


Starfleet Academy Software ©1997 Interplay Productions. Trademark and ©1997 Paramount Pictures. Ail rights reserved. Star Trek, Starfleet Academy and related trademarks 
are trademarks of Paramount Pictures. MacPlay and interplay are trademarks of Interplay Productions. Ail rights. reserved. PlayStation and the PlayStation logo are trademarks 
of Sony Computer Entertainment, Inc. All rights reserved. Windows® 9S is a registered trademark of Microsoft Corporation. All rights reserved. All other trademarks and 
copyrights are the property of their respective owners. 
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t's been over a year now since we started hearing 
about Starcraft (first at E3 in May and then again when 


Blizzard demonstrated the game at the CGS+ offices 
last Fall), and most folks know that since then Blizzard has 
scrapped much of the original, Warcrafty-looking design 


for an improved, grittier style. What's been less obvious is 


the time they've spent working on crafting all the little details that 
have been such an important part of most Blizzard products. They 
recently stopped by our office for a second time to give us an update 
and, at this point, things certainly look promising. 

The game features three different forces - Terrans, Zergs, and 
Protoss - waging their own little galactic war. Unlike Warcraft Il, the 
storylines that will come out as you play the different campaigns will 
combine to tell a larger, united story. Also changed, and something 
of a risk, but one that we like, is the composition of the sides 
involved; each race is guite different from the others. While this 
makes play-balancing more difficult, it gives gamers a new experi- 
ence with each campaign. In addition to the three races, there will 
be neutral vessels and characters. 
“Neutral” doesn’t necessarily mean 
passive or undefended; you could 
face a flight of pirate fighters or 
other aggressive dangers. 

Starcraft features three different 
terrain sets: space with fragments 
of alien platforms, planetary areas, 
and indoor installation missions. In 
space, flying craft pretty much 
have the run of the map; Blizzard 
didn’t want to introduce unrealistic 
asteroid walls or other similar solid 
barriers, but have instead implemented natural phenomena that 
may not stop movement completely but will instead have different 
effects on different units. Generally, though, missions in space will be 
pretty frenetic affairs.. 

Ground missions, however, will be much closer to the style of play 
of other real-time strategy games. A modified set of units will be 
available, and different terrain sets, including water with depths, 
mean new tactics will come to the fore. Installation missions will not 
just be ground battles indoors; instead, they'll be almost mini-RPGs 
with unique character units like the Legendary Heroes of Warcraft Il. 
These missions will have some continuity as well; for example, if a 
hero unit picks up an item in one mission, that hero will have the 
item in another. 

The map/scenario editor will be an even bigger part of Starcraft 
than it was of Warcraft II. First off, it will be built right into the main 


COMPUTER GAMES 


Remnants of long-gone alien structures provide “terrain” in space 


game — no need to start a separate program. The new editor will 
also let you add more flavor to your own creations, supplying text 
or even voiceovers, and will let you build mini-campaigns out of 
linked scenarios. 

Multiplayer will obviously be a huge part of Starcraft, and Blizzard 
is spending quite a bit of time on it, both in the game development 
and in modifications to battle.net. In the game players will have a 
“registry” of information which will record things like awards, bat- 
tles won and lost, etc. If you host a game using a custom map and 
any of the other players don’t have the map, the game will auto- 
matically send it to them-no need to swap files separately. On bat- 
tle.net they'll be adding a User ID function which should help play- 
ers create identifiable personas and help people avoid cheaters. A 
ranking system will be built-in, as checks to keep players from 
repeatedly beating a low-skill or “dummy” opponent to artificially 


Space battles are 
extremely hectic affairs 


Planet-based battles give 
terrain which will require 
new tactics; some units 
will be able to go under 
water, and there may even 
be a burrowing unit or 
two that will be nearly 
undetectable 


inflate their rank. A handicapping sys- 
tem lets experts and novices play and 
helps even out play balance problems 
like Red Alert’s tank rush. 

Clans have become an informal part 
of Diablo, and it's something that will 
be officially provided for Starcraft in 
the form of organized Squadrons. 
Multiplayer games can be played 
either as allies or teams. “Allies” is the 
Warcraft Il approach, but as teams, 
however, things are much different - units and resources are pooled 
and all players on a team can command or use them. Players can 
now take over different aspects of the battle; one might be in charge 
of flying craft, one of ground vehicles, another of buildings, etc. 

lf the current schedule holds, Blizzard hopes to have Starcraft in 
the stores by early Fall, and they are aiming for a simultaneous 
Windows 95 and Macintosh release. Unlike their chief competition 
for the real-time crown, Westwood Studios and the Command & 
Conquer series, Blizzard didn’t choose to release an interim game 
(e.g., Red Alert) and has instead put their money on a delayed 
Starcraft. Visually and story-wise, this certainly isn’t a rehash (no 
“Orcs in Space”), but only some time at the helm of the finished 
game will tell us if Starcraft meets the high standards set by Warcraft 
Il and Diablo. -Scott Udell 

Starcraft * Blizzard Entertainment * Windows 95, MacOS 
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forgotten ideals, destroying everything in their path... 23 
TOTAL ANNIHILATION is.a real-time war game sea ae 
featuring true 3D terrain and run-time generated ee | 
3D units. Tanks drive-up and over hills, tilting aS 
and rocking with each bump in the landscape and ee vee 
impact with enemy weapons. Battle on diverse ieeret. 4 
FeVaye boxers] OL oce including lava worlds, ice planets, cea a 
desert valleys, alien tundra, towering mountain peek | | 
peaks and vast itelare mre (elacctemete-r-latcmam sv ILL | 0 aaa 


defenses high in the hills for a better view and 
a better shot. Giant Bertha cannons pound the 
enemy from across the world. Planes bank and 
dive in intense air-to-air combat. Amphibious 
tanks drive into and dive under water for surprise 
attacks. Download new reinforcements from the 


web and swarm the enemy with hundreds of eas 
ever evolving units. s ee p> Keka é : 
TOTAL ANNIHILATION’S 3D landscape is a revolution we Send in, high a tude bombers 


to 0 tage guns nemy y encampiments, 


that demands deeper strategy and generates 
more realistic game play. Mobilize your ae and — 
experience the new landscape of war! 
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‘Giant 3p eivininnnts, including 
~y extra large maps for 32 meg users. 
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Over 150 units ) Full complement of land, : 
and 50 missions. a ‘ air and sea units. 


Extensive multi-player support 


ee including ‘Watch and Join modes’. 


Flying in a P-51D over Bonnie Doon > 
hen Looking Glass unleashed Flight 
Unlimited on the public, it created a 

, minor sensation in the gaming world. 
The simulator was a technological marvel with its fluid 
dynamic 
flight model 
_ and spectac- 


Z ular terrain. 
But in the 


end there was- 

n't all that 

much to do. 

The focus was 

on aerobatics — 

an acquired taste for 
many of us - and 
the flight area was 
fairly small. 
- Eventually the game 
faded from the 
_ memory of all but 
the most dedicated 
light-sim grognard. 
~ Enter Flight 
Unlimited II, Looking 
 Glass’s next itera- 
tion of the series. The flight area has been vastly expanded to 11,000 
square miles of the San Francisco Bay region modeled down to four 
meters/pixel. Project Director Constantine Hantzopoulos estimates it 
would take two and a half hours to fly straight across the included 
flight area. 

While the fluid dynamic flight model has been tweaked and 
enhanced so aerobatic junkies can still do their thing, the rest of us 
can spend lots of time touring around, exploring the nooks and cran- 
nies of San Francisco. Fly under the Golden Gate, buzz Alcatraz, then 
head up into the mountains for some sight-seeing. The realistic terrain 
allows VFR flying, which means the pilot follows roads and uses land- 
marks to navigate. If you're flying at night, the program allows for 
celestial navigation. It checks your system clock and places stars and 
the moon appropriately. 

Hantzopoulos stresses that the team is striving for “immersive 
reality” in a living, breathing world. Up to 600 other aircraft (II5 dif- 
ferent kinds, all told) can be in the air at the same time, and while 
_ the vast majority will not be in visual range, you'll be able to hear 
their chatter on the radio. Contact a radio tower, and you'll get real 
7 instructions. The computer Al uses a series of radio chatter “chunks” 
that it strings together into coherent sentences (the highly struc- 
tured style of air traffic radio operators helps here). If the radio oper- 
ator tells you there’s a commercial jet to your left, look out the win- 
_ dow, because it is surely there. If he tells you to tune to the weather 


_ Longitude: 
i 123 49. 41wW 
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frequency, there’s going to be a good reason for you to do so. | 

Speaking of weather, Flight Unlimited Il models day and night, 
cloudy and clear skies, wind and rain. The rain has to be seen to be 
believed. Sure, it’s eye candy, but seeing the droplets hit the wind- 
screen and then streak up over the canopy is still pretty impressive. 
Wind is fully modeled. Set it to strong and take a Cessna over a 
mountain range. The up and down drafts will buffet your plane like a 
dead leaf at the tail end of autumn. 

Another innovation is the seaplane, which you can land on any 
body of water. Botch the landing, and the thing will sink. Taxiing on 
water is something you've never seen in any sim before now. As 
you're coming up to speed for take-off, the plane will start to bob 
around on the waves. External views show water splashing around. 

Looking Glass is clearly 
aiming straight for the 
Microsoft Flight Simulator 
crowd with Flight Unlimited 
Il. You get 11,000 square 
miles out of the box. After 
that, Looking Glass will 


@ Rain spattering on your windows - 
note the streaking effect 


< This flight planner/sectional map 
will aid you in your Bay Area tours 


A view of the Beech Baron’s virtual 
cockpit V 


periodically release add-on sia featuring more terrain, sans or 
features. Already planned is a network/Internet add-on, since the ini- 
tial package will only support single player mode. Hantzopoulos is 
also hoping to encourage the production of add-on packs by third- 
party developers. 

Flight Unlimited Il is still in the development stage, but already it 
looks like it might hit the target Looking Glass is reaching for: to 
become the ultimate civilian flight simulator. After spending a few 
hours with the team, seeing them feeding off of each other's | 
enthusiasm, it was easy to see that these gaming wizards areonce 
again brewing up something special. And after Flight Unlimited Ilis 
out the door? Well, the wallpaper on Hantzopoulos’s Windows 
screen is a mock-up title screen of Flight Combat... but that’s __ 
another story. — Peter Smith : 

Flight Unlimited II * Looking Glass * Windows 95 
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"MAN OF WAR petitions the . 
wargames are still dreaming 


Returnt to a time aoe 
when land was won ax SCA 


Set during the age of fighting sail, when the oceans echoed with cannon shot and splintering — 
timber, MAN OF WAR’s SD first-person perspective lets you experience first hand the saga of an 
~ Admiral's life at sea. With a fleet of ships in your charge and a nation's fate in the balance, bear 
witness to the consequence of your command and change the course of history. 
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§ more and more 3D action games hit the 
shelves, the question inevitably arises: how many 


first-person shooters can the gaming industry 


bear? The flood shows no signs of abating, but it’s nice 


to see that some developers — even ones known for first-person 
shooters — have decided to branch out in new directions. Case in 
point: Raven Software. Concurrent with the much-anticipated Hexen 
ll, Raven has been developing a less-publicized title called 
Mageslayer. Based on a 3D engine similar, but not identical to, id’s 
Quake engine, it boldly eschews the first-person perspective. 
Instead, Mageslayer is played from a overhead view reminiscent of 
the classic arcade game Gauntlet. It promises a new flavor of action 
for gamers weary of 
Quake and its ilk, and 
could inject new life 
into an old (and 
recently neglected) 
genre of games. 

The first question in 
many gamers’ minds 
will be “Why?” Why 
translate the freedom 
of a 3D engine into a 
simple top-down per- 
spective? Is it just for 
the sake of novelty - a 
gimmick to differenti- 
ate Mageslayer from a 
horde of shoot-em-up 
clones? Gimmicks abound in the computer gaming industry, but as 
an extensive look at the Mageslayer pre-alpha proved, the top-down 
perspective has plenty of benefits. 

Mageslayer's true 3D environment brings new realism to the nor- 
mally sprite-based world of top-view action games. Creatures and 
objects are convincingly solid, while looming walls and towers give a 
true sense of perspective to the action. Special effects, such as a tor- 
rent of rocks cascading from above, or a deadly spider descending 
on a silken thread, highlight the engine’s depth. A dynamic camera 
zooms in and out to maintain a steady view of your character, and 
prevents obstacles such as overpasses from getting in the way. Both 
camera movement and overpasses have been used sparingly, how- 
ever, to keep the action straightforward and focused. The game will 
also support Direct3D for those fortunate souls who have 3D acceler- 
ator cards. 

Though action is the primary focus, the background story has not 
been neglected. Mageslayer is set in a world where mages have 
become an unruly menace. To combat the power-hungry and war- 
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<@ A Rat Mage creates a Wererat 


like mages, five Mageslayer Clans were formed. The five clans were 
separate entities, and seldom cooperated despite their common 
goal. The world’s mages were eventually vanquished by these clans, 
but in the process, one clan was utterly destroyed. Lore Thane, bitter 
leader of the destroyed clan, now seeks revenge on the others for 
sitting idly by as his clan was decimated. He has amassed a great 
army, and now presents a dire threat to the remaining clans. In 
response, each clan selected its best warrior to combat Lore Thane, 
and these four individuals are the game’s four main characters. 

Each character in Mageslayer has a distinctive look, and possesses 
four different attacks plus one special power. Characters’ attacks can 
be powered up with artifacts found throughout the course of the 
game, while the strength of their special attacks is determined by 
the number of available mana points. New weapons and attacks are 
not discovered as power-ups, but instead are “learned” when the 
character attains a certain number of experience points, injecting a 
bit of role-playing flavor into an otherwise straightforward action 
game. Of course, what’s an action game without enemies to kill? At 
present time there are about thirty different monsters, ranging from 
lowly rats and maggots to Snow Witches and Zombie Lords. 

It’s the little things that make games great, 


<The Warlock and even at this early stage, Mageslayer has a 
prepares for his lot of great little details. Though linear and rel- 
special attack 


atively simple compared with Quake levels, 
Mageslayer's levels are both elegantly crafted 
and filled with interaction: levers and switches, 
moving bridges, and deadly hazards such as 
cannons and 
crushing walls. 
Graphic details 
abound, and spe- 
cial effects 
appear more fre- 
quently in later 
ogee gee §=—levels, the better 
ee si ® to keep the play- 
ieee ie er interested. 

Perhaps the 
most innovative 
element is the 

7 —, monster interac- 
tion. Certain monsters interact with other monsters to provide a 
more compelling game experience. For example, a Zombie Lord can 
summon both Zombies and Maggots. While his summoned Zombies 
are beating on your character, the Maggots (initially tiny and harm- 
less) will start to feed on one another and grow in size. Eventually 
they'll get big enough to attack, and you'll have yet another foe to 
deal with. These types of interactions add depth and novelty to 
Mageslayer, and bring something genuinely unexpected to the 
game experience. 

Equal parts Quake and Gauntlet, with a dash of platform gaming 
thrown in for good measure, Mageslayer takes familiar elements and 
mixes them into something both exciting and new. Look for it on 
shelves at the end of summer. —Joe Grant Bell 

Mageslayer « GT Interactive * Windows 95 


Mageslayer’s lev- 
els are simple and 
elegant W 
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ae SC | Race Monster Truck Madness 


Race Monster Truck Madness with 
Laguna3D” accelerated graphics, 


fs paid e& < aN bate maals action comes alive. And 
MA = = by entering the Monster Z 


— a buble) ay b-Vebalsci-me hepebuat-beatsvalm 
Down & Dirty Racing! you could win a new 1997 
Ford Explorer. Sign up at 
the Web Site and take some practice runs. Who knows, maybe 
you'll drive away a winner! For complete details visit: 


aia araeceneumesaverclenccyereaciiat 


To participate, you must own one of the following products featuring Laguna3D graphics 
and a retail copy of Microsoft Monster Truck Madness. 
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he perfect combination of art and technology - that 


is what game development is all about, and that is 


what Seamus Blackley, Trespasser’s executive 


producer, aspires to in his latest escapade set in the Lost World uni- 
verse. Blackley, whose passion for this project may only be matched 
by his passion for fast cars, is completely dedicated to honing a large 
number of technologies, the focus of which is to make the island a 
real place for you to explore, to suspend disbelief, to survive. 

Why this particular license? Said Blackley, “Flash to January 1996. 
My boss, Steven, comes in and says that he wants a digital sequel to 
The Lost World. And when Steven Spielberg asks, you go, ‘OK. OK, 
that would be cool. Let’s do that.’” Good reason. 

You are Anne from Manhattan, on vacation in Costa Rica. Your 
plane crashes and you wash up on the shore of a (mysterious!) island. 
Like everyone else on earth, you have read the autobiography of John 
Hammond, which he wrote right after the court proceedings seen in 
the Lost World film in which he was 
indicted for a number of crimes 
related to his creation of dinosaurs. 
Eventually you begin to realize 
that this is the original research 
island, which is most likely popu- 
lated with some very petulant 
dinosaurs. Blackley feels that this 
character differs significantly from 
other adventure game characters 
because of not only her woman- 
hood, but her general ordinariness. 
Lara Croft and her extraordinary 
breasts, for example, would take 
on this dinosaur infested island by 
storm. Anne from Manhattan? 
Scared s#@&less. So much for 
backstory. The point of the game is, Do Not Die. 

So, minimal plot line, single premise — no one will care. What peo- 
ple want to see here are cool dinosaurs. And from what we've seen, 
they shouldn't be disappointed. Although there was no gameplay 
implemented at DreamWorks’ demonstration (but their Lost World 
PlayStation title was up and running), the world building and dino- 
tech are mind-boggling. The PC platform, unlike consoles, gives con- 
trol of every pixel to the development team... and they seem to be 
taking advantage of it. 

While he certainly does not wear his PhD in Physics on his sleeve, 
after a moment of listening, one will be convinced that Blackley is 
extraordinarily insightful about the techniques necessary to gener- 
ate a completely physics-based gameworld. Not completely satisfied 
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with his Flight Unlimited algorithms, which tended to initiate 
a “pop” when one neared specific locations, Blackley and his 
team have created new ones which should eliminate the 
problem (“snap” and “crackle” will never be the same). 

The game is a fully physically-modeled 3D environment, 
a virtual amusement park, as it were (not surprising that 
they hired a guy who designed half of Tokyo Disneyland). You 
look down and see, oddly enough, yourself. You see your legs 
react, you see your arm-movement. You pick things up by actually 
picking them up. If you want to climb over a wall, you can put up a 
plank against it as a ramp, or stack up rocks and make “stairs.” If 
you want to get into a building you beat the door down with 
something (What? No slide the paper under the door to get the 
key from inside puzzles?). The idea is to create not a super simula- 
tion of the island, but to create a consistent world where the 
designers control what works and what doesn’t in such a way as to 
fool us into thinking that everything works. 

The dinosaurs themselves are polygon-based creatures built from 


The research lab 
has seen better 
days 


Castor and 
Pollux 


the skeleton up. Artists study skeletal structure 
and combine the information we have about 
dinosaurs with natural extrapolation to design 
musculature, skin textures and, finally, patterns 
of movement based on all of these. Seeing the 
fluid, extremely effective movement of these 
creatures would lead one to believe that thousands of polygons 
have to be involved. Not so. Only about 300 polygons per creature 
operate in incredibly smooth patterns — not a jagged edge to be 
seen. With such a low poly count, it is much easier to achieve the 
kind of high frame-rate/scalable rendering that will allow all machine 
speeds to maximize results. 

“So in effect, like a lot of things, making a 3D game comes down 
to basically one thing — showmanship,” observed Blackley, “making 
something that is not what it seems, appear to be more than what it 
is.” Now there’s a mouthful, as we watch Seamus join the ranks of 
Houdini, Copperfield, the Ringling Brothers and John Hammond. 
Look for it this winter. -Cindy Yans 

Trespasser * DreamWorks Interactive * Windows ‘95 


A gear-grinding joyride 
from the makers of 
Destruction Derby 1 & 2. 


THUNDE 
TRUG 


Strap yourself in pal, because Thunder Truck Rally is putting you in the 
driver's seat of destruction. When you get behind the wheel of a two-ton, 
nitro-burning, sedan-eating, four-story 4x4 steel 
beast, the result is high-octane excitement. Pound 
asphalt, dirt and the competition into submission in 
several monster vehicles. And with life-like 4WD 
suspension, 360° range of motion and killer 3D 
PSYGNOSIS landscapes, kicking-ass will look kick-ass. Ravage 


roads. Trample trouble. Send family wagons to meet their maker. 
Get Thunder Truck Rally, and get ready to shred. 


The ratings icon is a trademark of the Interactive Digital Software Association. Psygnosis, the Psygnosis logo 
and Thunder Truck Rally are trademarks of Psygnosis Ltd. © 1996 Psygnosis Ltd. Always wear a seatbelt. 
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Holding the high ground is important » 


A new dimension for 
real-time strategy gaming 


T Interactive has made its name (and much of its for- 
tune) distributing big-name 3D shooters like Quake 
and Duke Nukem 3D, so maybe it shouldn't be a sur- 
prise that 3D would eventually feature in a strategy game _cally, planes roll and pitch, and destroyed vehicles scatter into little 


from them. Total Annihilation, under construction at its internal polygonal bits. One KBOT - Kinetic Bio-Organic Technology — has a 
development studio Cavedog Entertainment [CGS+ 78], sounds at flame thrower with a single polygon pilot light! Amazingly, this will 
first like just another Clone & Conquer game: two sides have been all be done with only 256 colors and without requiring 3D accelera- 
fighting across the width of the galaxy for thousands of years. We tor support. 
enter the game universe just as the conflict comes to a head, and While all the 3D makes for lots of eye candy, it’s the realistic (within 
gamers get to fight out the final battles of the war from an overhead _limits) physics that really makes the 3D special; high ground now 
perspective on a variety of terrain types. Each side will have approxi- | means something, and holding it will be a critical factor in many mis- 
mately 25 missions, and missions are played out linearly. sions. Shells lobbed successfully on one world may not travel as far in 
In terms of basic gameplay, Total Annihilation remains quite faith- another, and wind speed and direction will play into all sorts of tac- 


ful to what is becoming a genre unto itself. Like Command & Conquer _ tics. As with Myth, physics means gamers will constantly experience 
or Warcraft Il, there is no strategic game (it’s all tactical combat), you the unexpected; it’s happened to the designers, and it will take lots of 
build bases and collect resources, and you send forces into desper- testing to make certain none of these effects are game-breakers. 

ate combat. While it doesn’t Because the units are polygon- 


go into very different game- “ Battle in the based, they don’t take up a lot of 


ay a d 

play territory like Bungie's ee space, averaging about 25K for 

Myth, this doesn't mean it’s Some units are graphic model and unit information. 

a me-too game like so many partially amphibi- Because of this, the game will ship 

we'll see this year. Instead, ous ~ they can with about 150 units/buildings (75 

the addition of a true 3D ics dhcp eas er side), and Cavedog plans to make 

| water to a certain p 2 gP ’ 
engine lifts the game into depth - while oth- New units available on a regular basis 
new territory; even the early ers are totally so, (about once a week) on their web site 


either skimming (www.cavedog.com). This should 
the surface or 


walking the ocean keep multiplayer gamers hopping; as 
or river floor upon GT Interactive's Lance Seymour said, 


-_ version we saw felt... differ- 
ent, and it’s the 3D and its 
subtle (and not so subtle) 


effects on the game that an unsuspecting “The game is going to be constantly 
make it so. “ E enemy ¥ changing for those people that get 
Some games have ss set in their strategies and ways.” By 


already claimed 3D, and many more 
coming out are going to, but in most 
cases this is either just eye-trickery or 
pseudo-3D, with layering of 2D map 
tiles. For Total Annihilation Chris Taylor 
(designer, lead programmer, and chief 
banana fetcher) and his team are imple- 
menting a tile-less world, one that is 
built upon an underlying 3D geometry 
that is surprisingly realistic. When you 
watch units move across the screen, 
your jaw begins to drop (just a tad — you 
don’t want to look silly) as you see them 
rocking and tilting on the undulations, 
Slowing on the uphill, passing beneath : 
trees and showing different faces. The spend a solid three months just play - 
3D isn't limited to the terrain, either; - vee 3 ~ ee balancing and working out any kinks. 
units themselves are tiny little polygonal models Gacicas of sprites) This time will be what really determines if the game is a winner. It _ 
and are rendered on the fly. Because of this the amount of visual already has us excited by its potential. -Scott Udell | 
detail just explodes; tank turrets are articulated, guns recoil realisti- Total Annihilation * GT Interactive * Windows 95 


the time you read this Cavedog 
should have a unit viewer available 
online, along with a selection of units 
from the game for players to exam- 
ine. In addition to these freebies, 
there are plans for extensive add-on 
packs, including new units, new mis- 
sions, and even special 32MG mon- 
ster maps (the game will ship with a 
few to whet your appetite). 

Of course, all the flash and bang in 
the world doesn’t mean a thing with- 
out gameplay, and GT Interactive and 
Cavedog know this. When they finish 
up the programming they plan to 
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Meridian 59: Revelation 


The virtual online world doesn’t quit 


Imost a year anda 
half ago, when Ultima 
Online was still in 
early infancy, we got 
a call from a little 
Startup company 
in Berkley called 
Archetype 
Interactive. 
“You really 
have to see 
this,” 
they told 
us. “It will 
revolutionize 
the concept of 
online role-playing for- 
ever.” We said, “Sure, 
why not?” (skeptical 
but open). And they 
sent us a beta of 
Meridian 59, one of the, if 
not the very first fully 
implemented interactive 
MUD-style game offering a 
virtual world in 3D graphics. 
It was a bit gawky, especially in beta, but 
showed an immense amount of promise, 
given the lack of anything else like it at the 
time. 3DO agreed, and acquired Archetype 
and the Meridian team in June of 1996. Since 
then, Meridian has been up and running 
with well over three million hours logged. 
Citizens of the Meridian world are a commit- 
ted group from 53 countries who play on 
average more than 60 hours a month, and 
their ruling entity is the powerful Duke. 
Although the Duke’s world is virtual, the 
community that inhabits it is very real 
indeed. Hence, the design philosophy is, “to 
listen to our users, observe, react, plan and 
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grow in a constant, organic process.” An 
expansion pack (Vale of Sorrow) was released 
in March of this year and 
now, this fall, we can expect 
an even larger development 
— an entirely new Meridian 
59 in the form of Revelation. 
The development team has doubled in size 
and are working on a number of new innova- 
tions. The world size will be 50% 
f larger than before and will include 
a new island city featuring its own 
culture, language, and clothing. 
Getting there will be half the battle, and 
once there, players will encounter a dark and 
disturbing quest and a new 
race of beings. 
More than 
30 new 


NPCs 
will 
interact 
with 
players based on mood and 
individual character action, 
and new spells and 
weapons will be avail- 
able to titillate even 
the most jaded 
gamer. Monsters 

can now ally with 

one another, or can 
be tamed by players 
to ally with them. 

An enhanced graph- 
ics engine will provide 
more realistic build- 
ings and terrain, and 
players will now be able to have lockers, err, 
individual storage areas for valuables... 
(shades of “Wait a minute, | gotta stop at my 
locker” or “Do you remember my locker 
combination?” or “Would you please store 
my gym socks in your locker?”) 

First person 3D graphics will continue to 
keep players face-to-face with one another, 
and the hundreds of guilds that exist will 
continue to conduct business as usual. You 
can visit some of the more interesting guilds 
at www.geocities.com/Area5 1/Corridor/342/ 
index.html (La Familia, run by the Don, and 
including members like Guido the Enforcer 


and Viladmir the Thug) - 
leave the horse’s head 
at home; or www.trav- 
el-net.com/~dagwood/ 
(Sacred Order of 
Emperor Penguins; con- 
sidered the “lighter side” 
of Meridian guilds). 
And players are cer- 
tain to continue the 
on-line nuptial tradition. 
Congratulations to the lovely 
Alpha who was wed to 
Shang the 
Almighty 


on 
February 
3, 1997. The 
bride wore 
plate. 

Event man- 
agement, 
which has been 
very successful in 
the past will continue to 
operate, coming up with new and cre- 

ative ways to entertain. Highlights in the 
past have included The Royal Guild 
Tournament (team warfare with prizes), 
the Reign of Blood Frenzy (period of time 
when killing sprees are not punishable 
by law), Prisoner Escapes (virtual 
posse), Royal Lotteries (you have to be 
in it to win it) and Meridian Trivia 
Contests (the Meridian card set for 
Trivial Pursuit). 
3DO maintains the server for 
Meridian with an ultra-high-speed T- 
3 connection similar to the ones most 
players probably have in their homes 
(!), and connects directly to a Tier One ISP. 
So does Origin 
have anything 
to worry 


about 
here? I'd 
buy a tick- 
et to see 
the Duke 
take on Lord 
British. 
—Cindy Yans 


“THOSE PUNDITS WHO SAY NETSCAPE IS THE NETS KILLER APP OBVIOUSLY DONT GIVE A 
DARN ABOUT PLAYING GAMES ONLINE: IF THEY DID, THIEYD KNOW THAT KALI HOLDS THAT 
TITLE. WH A RIDICULOUSLY LOW REGISTRATION FEE, LIFETIME UPGRADES, AND FREE PLAY 
ON KALI SERVERS, THERE'S NO REASON EVERY GAMER IN THE FREE WORLD SHOULDN'T 
PICK UP THIS AMAZING SHAREWARE PROGRAM.” 

GAMESPOT 


“THE TECHNICAL ASPECTS OF KALI ALONE ARE ENOUGH TO EARN OUR AWARD 
[CG PREMIER AWARD], BUT THE LOW PRICE, FREE UPGRADES, AND UNLIMITED PLAY 
CEMENT THE DECISION. HATS OFF TO CREATOR JAY COTTON.” 

Oi (SS0E8 GOMROGER GAMING HORED 


ERIE OR ORE ES BEST Ea 
AND WHO SAYS HOUIGE NEVER BMOUNG GO DNMGMING BY PLAYING GAMES? 


“LIKE MANY OF US, JAY COTTON JUST WANTED TO PLAY DOOM. NOW HE FINDS HIMSELF 
AT THE CENTER OF A FULL-FLEDGED GAMING REVOLUTION. HE IS A MOSES LEADING 
GAMERS TO THE PROMISED LAND OF HEAD-TO-HEAD GAMING. A CHE GUEVARA FREEING 
THEM FROM THE SHACKLES OF SUBSCRIPTION GAMING SERVICES.” 

TI MEDORA! BOO 


“KALI IS THE ONE SERVICE IN THIS REVIEW THAT IMPRESSED US THE MOST... LOTS OF 
PLAYERS, LOTS OF GAMES, GOOD PERFORMANCE, AND A DIRT-CHEAP, ONE-TIME CHARGE. 
WHAT MORE COULD YOU ASK FOR IN AN ONLINE GAMING SERVICE?” 

MIGHAGE Bl RMANE RE MAGAZINE 


“KALI... MAY BE THE SYSTEM THAT PUTS THE BIG-NAME GAMING NETWORKS 
OUT OF BUSINESS.” 
DRRIE 1 ISS0R§ Be GAMER 
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130,000 USERS, S500 SERVERS, 534 COUNTRIES. GO GAMES. THE BEST MULTIPLAYER GAMING ON THE NET 
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Command Post 


Clone & Conquer roll call 


bit of a short column this month because | wanted to pre- 
A sent... The List. The List is the catchy name I’ve given to the 

two sheets of paper on my wall upon which | write the name 
of the latest Clone & Conquer game. Everyone in the office knows 
about The List, and they take great delight in presenting me with 
another entry - they love to see my look of dismay; dismay because 
it's my job to keep track of these things, and so many of them 
sound and look alike, with minor differences, that it’s getting really 
tough. Those of you who've visited the strategy forum on our web 
site (www.cdmag.com) may already be familiar with The List, as I’ve 
been posting most additions to it there as soon as | hear of them. 
I'm a tad proud of The List, as it’s gaining me my only bit of notori- 
ety on the ‘net - “Oh yeah, you’re the guy with The List.” A couple 
of notes on The List: some of these games don’t have publishers yet 
(WoSo, for example, is being developed in Italy and is looking for a 
home in North America), and some are only titles we’ve been given; 
expect some of these to drop from development schedules, but 
count on additions all the time (especially with the big Electronic 
Entertainment Expo just around the corner). There is no particular 
order to The List beyond when | first wrote the game down (except- 
ing games that have already shipped, at the top of the list). 

As you may already know, “Clone & Conquer” is my label for 
games that are trying to cash in on the craze started by Command & 
Conquer and Warcraft I/. All the games on The List are real-time 
Strategy games, but not all 
real-time strategy games 
are on The List; SimCity 
3000, for example, is real- 
time but doesn’t fall into 
the Clone & Conquer cate- 
gory (whereas the tenta- 
tively named LunaSim 
does, because in addition 
to lunar city building it fea- 
tures combat... making it 
sound, ironically, like 
Sierra’s upcoming Outpost 
2). It may well be that 
some of the games on The 
List will eventually fall off; 
for example, Sirtech’s Virus 
and Siege games don't 
look much like C&C, even 
though they are real-time 
and have a combat com- 
ponent. Games that really 
belong on The List have a 
heavy combat component, 
are real-time, and have 
some kind of overhead 
view that you control your 
units from; in short, games 
that look something like 
C&C or Warcraft. 

Games on The List aren't 
necessarily bad games, it’s 
just that they aren’t terribly 
original - the popularity of 
something else is what's triggering their development. In the best 
case, the “triggering” occurs in the mind of a designer who says 
“Hey, that’s neat but | can do it one better”; in the worst case “trig- 


& Even some other strategy games, 
like LucasArts Rebellion or THQ’s Pax 
Imperia: Eminent Domain will feature 
Clone & Conquer-ish elements (pic- 
ture: tactical space combat from Pax 
Imperia) 

A combat screen from WoSo: The 
Economical Conflict * 
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# Game Name Company 

1 Command & Conquer: Red Alert' |©Westwood Studios 
2 Enemy Nations’ Windward Studios 
3 Krush, Kill, ‘n’ Destroy (KKND)' Electronic Arts 

4 Magic the Gathering: Battlemage' Acclaim 

5 Star Command’ GT Interactive 

6 Golgotha Crack Dot Com 

7 Starcraft Blizzard 

8 Command & Conquer 2 Westwood Studios 
9 Dark Reign Activision 

10 Mission to Nexus Prime DigiFX 

11 Myth Bungie Software 
12 Conquest Earth Eidos 

13 Batletech: Mech Commander MicroProse 

14 Devil’s Own? Microsoft 

15 The Tone Rebellion Broderbund 

16 Scarab’ Eternal Software? 
17 Dominion 7th Level 

18 7th Legion Epic Megagames 
19 Waterworld Interplay 

20 War Breeds Broderbund 

21 Uprising 3DO 

22 Evolution Discovery 

23 Dark Colony SSI 

24 W.A.R., Inc Interactive Magic 
25 The LED Wars IONOS 

26 Silent Fear Interplay 

27 Submarine Titans Megamedia 

28 Outpost 2 Sierra 

29 Cyberstorm 2 Sierra 

30 Final Conflict Sound Source Interactive 
31 Age of Empires Microsoft 

32 Stoned? Virgin 

33 Extreme Tactics Media Station? 
34 WarGames MGM Interactive 
35 WoSo: The Economical Conflict Imaginaction’ 

36 M.A.X. Il Interplay 

37 WarWind li SSI 

38 Warhammer II SSI 

39 Siege Sirtech 

40 Virus Sirtech 

41 Total Annihilation Cavedog 

42 Stranded IONOS 

43 LunaSim? Maxis 

44 Clay Warfare? Maxis 

45 Kaiju DigiFX 

46 Undead Wars DigiFX 

47 Toy Wars DigiFX 

48 Enclave DigiFX 


The List 


1 = Game has been released 
2 = Tentative title 
3 = Developer only; no publisher yet 


gering” sets off a corporate type who sees 1.5 million copies of Red 
Alert sold and says “We gotta change all our strategy games to be 
like that!” 

Eventually the craze will settle down and games of this ilk will 
become a genre unto themselves, and designers won't have C&C on 
their minds when they sit down to create their games. This was final- 
ly happening to the world of 3D shooters until Quake came out - 
now again we have Quake clones instead of new games in the genre 
— and it happened long ago in adventure land (do you ever really 
think of an adventure as a Zork clone or a Kings Quest clone any 
more?). For now, though, we get Clone & Conquer, and The List 
grows longer. —Scott Udell 
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On War 


The “KEY” to success 


“If you can be seen, you can be hit. If you 
can be hit, you can be killed.” 


ince you have to see to hit and kill, 
place your units where they can see 
but minimize the enemy's ability to 
see and hit you. An excellent technique uses 
keyhole positions in coordination with 
Target Reference Points (TRPs). 

The tank platoon, outlined in blue in 
Figure 1, occupies a keyhole position. The 
position protects the platoon from enemy 
fire and observation while 
enabling him to fire into the kill 
zone. The reason this works is 
that an armored vehicle’s crew 
observes most closely to their 
front. Hence, they are vulnerable 
to flank attack. At the same time 
the hills and trees protect our 
tank platoon from being seen by 
the enemy. A platoon can kill 
most, if not all, of a tank battalion 
with this technique. The 
Headquarters Section, circled in 
white, is too exposed and | lost it 
within five turns. The TOW pla- 
toon (Red Box) occupies a keyhole position 
deeper in the battalion battle position. 

You can also place units on the reverse 
slopes of hills. The friendly unit shoots the 
enemy in the rear as they drive by. 
Unfortunately, most games give a unit 360 
degree vision and this tactic may not work 
as well in a game as it does in real life. 
Digging in helps reduce vulnerability. 


Target Reference Points 

TRPs coordinate indirect and direct fires. 
Examine the map for avenues of approach 
and place the TRPs where you want to kill 
the enemy. TacOps allows you to direct a 
unit to fire at a TRP and a radius around that 
point. Most other games don’t support TRPs, 
but you can at least use them mentally. 
Refine unit positions with a Line of Sight 
function. This is time consuming - an hour 
or more - but worth the effort, because a 
properly placed defense usually requires 
only minor changes once the game starts. 

In Figure 2, | used three TRPs to coordinate 
the company’s fires. Each platoon has a TRP. 
This method helps ensure your company 
shoots each vehicle only once. The 1st 
Platoon shoots at TRP1 (Red line), the 2nd, 
TRP2 (White), and 3rd at - you guessed it - 
TRP3 (Blue Line). Another method of fire dis- 
tribution would have 1st Platoon shooting at 
TRP 2 and 2nd at TRP1. Crossing fires may 
help set up flank shots. The HQ Section 
observes the entire engagement area from 
his position (and is less exposed than in 
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Figure 1). The 
engagement 
shouldn't start until 
the enemy’s lead 
vehicles reach TRP2. 

You can also use 
TRPs to disengage. 
If the enemy gets 
too many vehicles 
in front of a specific 
TRP (say 10), then it 
may be time to leave. Consider leaving a bat- 
tle position when the enemy is 1200-1600 
meters away, unless your fire is extremely 
effective. Disengage by section or platoon to 
keep direct fire on the enemy. Use smoke and 
artillery fire to impede his movement. If you 
don’t he can beat you to the next position 
and destroy you. 

Both Steel Panthers Il and TacOps support 
a “Weapons On/Off mode,” enabling you to 
force units to hold their fire. This allows you 
to turn them all on at once to deliver a mas- 
sive volley once the enemy is well into your 
kill zone or to spring an ambush. Worth 
thinking about, especially for infantry 
defense on the reverse slope or in keyhole 
positions where you don’t want to reveal 
your presence too soon. Another use of this 
feature is to keep from wasting machine gun 
fire on armored vehicles. 


On your TOWs 


TOW missiles are an extremely deadly 
weapon, but are handicapped by their low 


#. Figure 1: Kill zones and keyhole positioning 


Figure 2: Three TRPs for three platoons ¥ 
4 Figure 3: The M901 ITV - along shooter, but keep it safe 


rate of fire (1 round per minute) and low 
number of rounds carried (10 - 12 per 
vehicle). Their high Probability of Hit and 
Kill offset these weaknesses, because they 
virtually assure you of a kill. ITVs are lightly 
armored, and a battalion only has 12 of 
them, so place them with care. Don’t just 
use them against a generic target such as 
“tanks.” Instead, use them against unique 
vehicles: Air Defense Vehicles, Field 
Artillery Pieces, Engineer Vehicles, and, if 
you can tell them apart, command and 
control vehicles. Taking out these vehicles 
enables you to use your other systems 
more effectively. Proper use of TOWs, as 
discussed last month, can really help a 
SEAD mission and increase an air attack’s 
effectiveness. In certain periods the 
M551's and M60A2’s Shillelagh missile is 
just as effective. The Sheridan is the last 
vehicle in the Army shooting the 
Shillelagh and will be out of the inventory 
this summer. The M901 will be leaving 
soon, too. — Michael K. Robel 
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. Play the entire Civil War, from ~, -quality soundtrack—lis- 
| the opening guns at Sumter to ~ eeten to period music as you : 
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Fragile Allegiance 


Ten irritating reasons to avoid this game 


Interactive and Cajji Software have 

attempted to combine two current 
industry rages: real-time and space con- 
quest strategy games. | mention all three 
developers because every time you start up 
Fragile Allegiance, each has a video intro- 
duction that you have to ESCape from. This 
is the first thing that will irritate you. 

The object of the game is... unclear. You 
are the newest employee of TetraCorp, a 
mega-corporation straight out of pulp sci-fi. 
The intro hints at subterfuge and an alien 
menace, but none of this has appeared in 
any of the games played during the review 
period. The only goal you're striving for is to 
make cash, which is all well and good in real 
life (where you can spend it on computer 
software) but boring as hell in a game. 
That's irritant number two. 

The environment is an asteroid field, and 
your job is to set up colonies on these rocks 
and mine the ore within. Once you've 
mined out an asteroid, you can maintain a 
presence on it, which appears to generate 
some trickle flow of income. Exactly what 
causes this trickle is just one of many details 
not covered in the shoddy manual, which is 
irritant number three. 

This being real-time, the game has three 
speed settings. Early on, when there isn’t 
much to do, the fastest speed is ideal. Later, 
when you have a dozen or more colonies 
going, the slowest speed would be great. But 
forget that, because once you start a game, 
you cannot change the speed of it. That is 
irritant number four, and it’s a mind-blower. 

The interface is beautiful, but extremely 
mouse intensive. Each action seems to 
require a new full-screen menu to pop up. 
RSI sufferers must pass on this one. It'll kill 
you otherwise. And if the term “click-fest” 
raises your hackles, you’d better run, too. A 
smoother interface would've gone far to 
help this game. Irritant number five. 

Multiplayer is included, but the idea of 
getting together with someone to play as 
time consuming a game as this (a current 
game is into its 25th hour) is ludicrous. Set 
goals would help to focus the game and 
make it manageable for multi-player action. 
Maybe. Irritant number six. 

Rather than a technology tree, you can buy 
blueprints for new weapons and equipment 
from Sci-Tech, the “sister corporation” of 
TetraCorp. While this fits in well with the fic- 
tion, it somehow isn’t as satisfying as figuring 
out things for yourself, since there’s no sense 
of discovery (all the blueprints are on display 
from the start of the game - it’s just a matter 
of getting the cash to pay for them.) Seven. 


i nterplay Productions, Gremlin 
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(top to bottom] Every asteroid has one of these 
conveniently-placed flat bottomed craters. 
Great Maker!; Nothing nicer than watching an 
enemy’s colony burn...; Each race has it’s own 
set of buildings, but they all function the same 


alien ambassador — changing the handful of 
diplomatic variables available — before you 
come to mutually agreeable terms. 

There's a fairly strong trading sub-game 
here. Traders will visit from time to time, and 
you can also buy and sell from alien ambas- 
sadors. Interplay has wisely included a “past 
price history” chart for each commodity, so 
you know if you’re getting a good deal or 
not. One of the better-implemented features 
of the game, but it’s strictly a sideshow. 

Fragile Allegiance has an excellent game 
buried in it... somewhere. This is the kind of 
product that, with the right mega-patch, 
could go from shelfware to a permanent 
place on your hard drive. But all the irritants 
build up to the point where the “Quit Game” 
button is the only relief you'll find. But wait. 
After you hit that button you have to ESCape 
through several screens of credits. Every time 
you exit. And that, finally, is ten. —Peter Smith 


Combat (which, for the sake of your fiscal 
bottom line, is best avoided) is of the “fire 
and forget” variety. You issue a fleet orders 
to attack or retreat, but have no direct con- 
trol of the individual ships. In fact, if you fire 
missiles at an enemy planet, you can’t even 
see the results (unless you have a spy satel- 
lite circling). Another detail that, while realis- 
tic, still disappoints. Eight. 

A continual series of warnings and infor- 
mational messages will be broadcast at you. 
Some are critical, some can be ignored. 
There is no way to filter out the ones you 
don't want to hear. That’s number nine. 

Not everything about the game is irritat- 
ing, and there are some great ideas in Fragile 
Allegiance. The asteroids drift through space, 
wandering in and out of fleet range of one 
another (asteroid engines can be built later 
in the game). Diplomacy is a quantifiable 
commodity, in that you set up a non-aggres- 
sion pact for a set number of days, and if you 
break it, you'll be fined. It will often take sev- 
eral rounds of going back and forth with an 


Fragile Allegiance 

Interplay * www.interplay.com * 
Requirements: DOS, 486 DX2/66, 8MB RAM 
(16 to run under Windows 95), 2X CD ROM 
* Multiplayer: 2-8 players, IPX, modem, 
null-modem 
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Introducing GamePower. 
The game site with killer reviews and everything else you need to win. 
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Stay ahead of the game. 
WWw.gamepower.com CAP 


Napoleon in Russia 


Cossacks and redoubts and wolf pits, oh my! 


apoleon in Russia is the second game 
produced in the Battleground series 
with a Napoleonic land battle 
theme. In this depiction of the epic struggle 
at Borodino, TalonSoft surpasses the earlier 
released Waterloo in both scope and 
grandeur. This event was Napoleon’s last 
desperate attempt, during the Campaign of 
1812, to engage the elusive Russian armies 
with the hope of destroying them. Fought 
primarily on September 7th, this immortal- 
ized conflict involved about 250,000 men 
and more than 1,200 cannon. With hun- 
dreds of units to command in some of the 
full-battle scenarios, just getting through 
one fifteen-minute game turn can become a 
daunting task. 

If micro-managing large numbers of 
troops is not a problem for you, then the 
amount of time it might take could become 
a concern. For those of you who already 
have a life, the Command Control option 
will allow you to issue orders to your subor- 
dinates, permitting the computer to handle 
the mundane tasks associated with execut- 
ing them. Or you could tackle one of the 
shorter but no less challenging scenarios 
covering a particular phase of the engage- 
ment. Of course, the game also provides a 
couple of useful player aids for those of us 
who prefer to march in the mud. One 
method allows you to view the organization- 
al structure and original strength of a unit or 
leader, in the Unit List, with the right mouse 
button. This feature, along with the Show 
Organization option (Display Menu), proved 
invaluable to me when trying to manually 
maintain divisional and brigade integrity for 
command control purposes. The game deliv- 
ers 21 scenarios that are almost equally split 
between the what-if and the historical cate- 
gories. The scenarios range in length from 
eight to 52 game turns with a varied selec- 
tion that will accommodate most anyone’s 
playing schedule. While the historical scenar- 
ios represent a thorough cross-section of the 
actual battle, it is the many what-if scenarios 
that offer some intriguing insights into the 
lost opportunities that Napoleon or Kutusov, 
for one reason or another, failed to act upon. 
There is even an independent scenario cov- 
ering the French retreat from Moscow 
through the same corpse-littered battlefield 
a month and a half later. 

There are several game rule options that 
can be set for a scenario to enhance realism. 
However, the brief rule descriptions left me 
wondering to what degree these options 
would influence overall play balance. 
Although the effects are applied to both 
sides, a closer look reveals that the Russian 
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player would derive some benefit from rules 
covering Isolation and Line Movement 
Restrictions. In the former certain Russian 
units are immune from the adverse effects of 
isolation, and in the latter the French player 
(with the burden of attack) would be com- 
pelled to use only column movement during 
any advance towards enemy positions — 
much to the delight of Russian gunners. 
Another game concept called Threat 
Value may adversely affect your unit's ability 
to change formation based upon the close 
proximity of enemy units. The higher the 
enemy threat value to your unit the more 
likely it will fail a formation change, thereby 
becoming disordered in the attempt. 
Unfortunately, no parameter data is provid- 
ed to help you decide what level of threat 
gives you what chance of failure. | have seen 
units fail to change formation with a threat 
value of only two in the hex. There is also 
missing parameter data for formation 
changes in general. | had to use the trial- 
and-error method of determining how much 


[top to bottom] 
Organization information is critical for com- 
mand control 


The snapshot feature saves memorable battle 
scenes 


Formation changes must pass a threat check 
and risk disorder 


it cost to change an infantry battalion from 
column into line (six movement points). 

Everything considered, there is much to 
appreciate in this successor to Waterloo. 
Visually, a new 3D Extreme Zoom-out view 
comes in handy for grasping the larger pic- 
ture with formations still identifiable by 
unit type. There is the standard marshal 
music for background noise and a game 
playback feature that makes reliving any 
battle a breeze. In addition, a handy snap- 
shot feature allows you to capture your 
exciting battle scenes in a BMP file format. 
The miniatures style and the costume 
drawings continue to enhance the appeal 
of this game series covering a colorful peri- 
od in military history. If classic set-piece 
battles of Napoleonic warfare are your 
interest, then this is a worthy addition to 
any PC game or history library. -Mark 
McIntosh 


Napoleon in Russia: Battleground 6 
TalonSoft * www.talonsoft.com ° 


Requirements: Windows, 486DX/33 or high- 
er, 8MB, 2X CD-ROM * Mutliplayer: 2 players, 
Internet, modem, null-modem, e-mail or 
hot-seat 
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DECISIVE BATTLES OF WWII: THE ARDENNES OFFENSIVE” is a masterful 
re-creation of the savage and desperate Battle of the Bulge! 


TO ORDER: Visit your retailer Play any of 8 scenarios, ranging from a full tutorial to the complete Bulge 

or call 1-800-234-3088. campaign. Experience streamlined play with SSG’s new Operational Land 
Combat System. And take on the very best computer opponent in the business 

DECISIVE BATTLES OF WWII: THe Aroennes Orretisive — SSG’s renowned A.I. — with 3 levels of difficulty! 

is a trademark of Strategic Studies Group. All right 4 i ; : SS Hae 

reserved. ©1997 Strategic Simulations, nc. Presented with highly detailed graphics and an original soundtrack, this is a 

MINDSCAPE Company. All rights reserved. Windows 


is a registered trademark of Microsoft Corporation. battlefield experience only the undisputed masters of wargaming could create! 


Bull Run 


Near-perfect Civil War combat / AME: 


ver the last year TalonSoft has con- 
tinued to refine their battleground 
series. Bull Run, covering both First 
and Second Manassas, is their latest offering 
and veterans of the series will notice only 
incremental changes over any quantitative 
jumps. What they will find is a highly pol- 
ished system of Nineteenth century combat 
that is near perfect. 

Bull Run continues TalonSoft’s blend of 
multimedia gloss with a rock-solid regimen- 
tal-level wargame. The game combines peri- 
od accurate music, re-enactment FMV 
sequences, and convincing armament 
sound effects to deliver TalonSoft’s trade- 
mark “You are there” experience. The reen- 
actment sequences are entertaining 
enough to leave toggled on far longer than 
most other competitors’ efforts. The artillery 
sequences are especially well done and 
worth the slight delay in game play to view. 

The isometric map depicts the area 
around Manassas accurately with its lush 
woods, rolling fields, and gentle hills. The 
land areas presented varies with First and 
Second Manassas respectively. Though 
the map still cannot be rotated to explore 
the far side of hills and ravines, it is easily 
among the best looking playing fields 
seen to date in a wargame. If you're 
patient enough and explore the map hex- 
by-hex you'll find a few Easter eggs to 
chuckle at, too 

As mentioned, the game is regimentally 
based on a grand tactical scale. Newcomers 
to the series will initially struggle to keep 
brigades and divisions together to take 
advantage of the command benefits of their 
leaders. This task has been made easier with 
a redesigned “Highlight” menu where the 
player can quickly toggle between disrupt- 
ed, detached, isolated, and other practical 
categories. Formations are still limited to col- 
umn and line options and the game ignores 
the use of skirmishers. Though this has upset 
most hardcore grognards, in the larger sce- 
narios there’re more than enough units to 
handle without the addition of dozens of 
micro units. A possible compromise would 
have been an option to toggle the use of 
skirmishers on or off with abstract changes 
reflected in the unit’s attack and defensive 
values, as seen in SSI’s Age of Rifles. 

One of the most noteworthy new addi- 
tions to TalonSoft’s engine is the inclusion of 
Internet play. This has been extremely well 
implemented. Players with access to a 
TCP/IP connection can engage in head-to- 
head play for the cost of a local phone call 
and the connect charges of their Internet 
provider. The movement of enemy units is 
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There are 
two levels 
of more 
traditional 
wargaming 
views 

It’s a bit 
unnerving 
to see 
famous 
leaders 
such as 
Sherman in 
the thick of 
combat at 
First 
Manassas 
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seen as they come into view, as opposed to 
the playback function of email contests. This 
can have quite an emotional impact when 
one sees a divison’s worth of hostile units 
roll out of a patch of woods unexpectedly. 
There is a “chat” box which will let partici- 
pants banter back and forth. Players also 
have the option of selecting their prefer- 
ences for the FMV sequences, background 
music, and display settings independently of 
what their opponent chooses. 

Bull Run is a history lesson in itself. Both 
battles at Manassas Junction are represented 
by a wide variety of historical and “what-if” 
scenarios. This includes the prequels to both 
battles at Blackburn's Ford and Brawner’s 
Farm. It’s interesting to see famous high 
level leaders such as Longstreet and 
Sherman in relatively lowly positions of 
brigade commanders at First Manassas. It’s 
also a bit unnerving to send these same 
commanders into the thick of melee com- 
bat. One can also watch the development of 
famous units such as the Second Wisconsin 
from an “average” unit at First Manassas into 
one of the elite fighting units of the Iron 
Brigade (correctly named Gibbon’s Black Hat 


Brigade at Second Manassas). 

There is little not to like in Bull Run. If | 
could make two changes it would be the 
addition of an on-screen display of move- 
ment costs. To mentally factor in the terrain 
costs, elevation changes, and formation 
effects when making a critical movement 
decision is overly burdensome. | would also 
bring back the hex shaped outline that high- 
lights the target of opposing fire. It has been 
changed to a square. This has incensed vet- 
erans to the point of starting Internet peti- 
tions to bring back the old display. 

If you're a Civil War buff, Bull Run is a 
must buy. You'll gain additional insights 
into the period while having a grand time 
recreating these two pivotal battles. 
—Chuck Klimushyn 


Bull Run: Battleground 7 
TalonSoft * www.talonsoft.com ° 


Requirements: Windows, 486DX/33 or high- 
er, 8MB, 2X CD-ROM * Mutliplayer: 2 players, 
Internet, modem, null-modem, e-mail or 
hot-seat 
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Cheat Thrills 


The SAPpy readers speak out 


ak 


few months ago, | made a little 
request for one-sentence game 
pitches, ones that could be eligible 
for our 1997 SAP (Special Achievement in 
Popularity) Awards. The response was over- 
whelming — hundreds, even thousands, of 
responses were sent in. Well, okay. Maybe 
20, but here’s a sampling of the what’s come 
in so far (at least the ones that could be 
printed in the magazine). 

From Taxman2204: SimProctologist - 
You assed for it, now here it is. [huh huh, he 
said “ass” 

Cat Hunter 3D -— Spay and neuter in real 
time 3D. 


From Paul Holzberger, Jr.: A Fan’s Revenge From Kevin Gentry: 
— You're a loyal sports fan and your team’s Michael Jackson's House of 
star athlete is sitting out the seventh game Horrors — You play the part 
of the playoffs because he couldn't find his of 10 year old Mac Culprit, 
lucky jock strap, and you happen to bump trying to find clues to 
into him with an assault weapon in your escape Michael’s dungeon 
hand, and revenge on your mind. before he catches up to you 


and performs 
an intimate 


CHEATER version of his 


Need for Speed II song “Beat It. 


Trapped in 
From the main menu, P F 
the Vatican — 
type these codes for different vehicles: 
From the folks 
BUS School bus vedtia Baran 
VWBUG VWBeetle g 


VWFB VW Fastback ees 
, Jackson's 
SEMI Big truck rye ce the wha ae 
: se the john Luke, in Wing Commode 
MIATA _Mazaa Miata Horrors, this 5: Dromedary Strike; The last game you'll ever desire, 
MERCEDES Mercedes-Benz first-person PongCruiser 3000AD; Taking on the feline hordes, armed only 


VOLVO _ Volvo Station Wagon — ' with your spay-d, in the soon-to-be-legendary Cat Hunter 3D; A 
BMW BMW DANSE ree Fan’s Revenge steps up to the plate; Real-time strategy gets 


ARMYTRUCK Mercedes Unimog Truck you in the seedy with Whorecraft 3: Portals of Desire 


shoes of 12 
mena — STS AEE year-old alter boy Bobby of nothing and gain no fame or respect from 
JEEPY) Jee Y} O'Brian, battling off priests and — none of the people. [/ think I’ve played this 
. P eee pontiffs at every corner. game before... | think it was called Outpost]. 
eNpeeiee “ pase matey SimLibrarian 3000AD —- Over From Phil Thé: Wing Commode V: 
COMMANCHE Commanche Pick-Up Truck 27 years in the making, and Dromedary Strike - My Camel stars as the 
using numerous real-life librar- erratic leader of the 358th Bactrian’s in 
To get a hidden track, type: ians as consultants, this game Origin’s latest space flight-simulator; 
HOLLYWOOD Monolithic Studios: puts you through the trials and scheduled to hit the fans (pun intended) in 
Hollywood tribulations of your local late ‘98. 
bay additional opti library hero. Warning: contains From Bob Mayer: Whorecraft III: Portals 
we RIE graphic violence and full- of Desire — The Orcs are gone but the 
PIONEER Extra hp frontal nudity. | Alliance has collapsed; now the factional- 
Wig Commander - Playing ized races release their courtesans, street- 
the part of the president for walkers and pimps on each other across 
Perfect Weapon ee the Hair Club for Men, this the surface of Azeroth. 
hes if oes action adventure puts you ona From our staff: PongCruiser 3000AD - The 
. — —— quest for the ultimate rug. classic game, with fuzzy logic ball physics 
GARDEN ADDCAADC From Andy Wyse: X-CON - and a neural net opponent Al. Requires a 3D 
FOREST ACBABBCC Kill your way through 10 accelerator card and is optimized for the 
DESERT ADDDCACC cities in search of the evil pro- Pentium II processor. Due out in 2004AD. 
PROTEUS DDBDBBCA bation officer. | Note: no cats were harmed in the making 
Heroes of Absolutely Nothing of this article. Keep those games coming to 
— Fight no one for the control sbauman@cdmag.com. —Steve Bauman 
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MDK 


Massively and ny Klever 


hiny Entertainment once made a 

game, Earthworm Jim, and it was 

good. They took a standard type of 
game (the 2D platform run and jump sorta 
thing) and made it really weird, with a seg- 
mented hero, flying cows and weird sound 
effects. You name it, Shiny threw it in there. 
And it worked. Beautifully. 

Enter MDK. Unburdened by the limita- 
tions of the 8- and 16-bit console systems, 
Shiny has pulled out all of the stops, requir- 
ing Pentiums and supporting 3D accelera- 
tors, and produced a product that also falls 
into a standard game type - the 3D action 
game. And again, they've made it weird, 
delivering an incredibly well-designed and 
entertaining game that manages to take the 
3D shooter genre into 
strange and unusual places. 
And it has flying cows. And 
it works. Beautifully. 

You control Kurt Hectic, 
world savior, who's trying to 
save earth from an invading 
horde of aliens known as 
Stream Riders. With help 
from Dr. Fluke and his dog 
Max, you fight the aliens in 
six cities around the world 
(no doubt the designers’ 
hometowns). Kurt has a 
body suit that can absorb a 
certain amount of damage, a parachute that 
resembles a ribbon, and an incredibly cool 
sniper helmet that can target enemies from 
hundreds of yards away. 

This sniper mode is just one of the many 
things that set MDK apart from the pack. 
Aside from the obvious benefits, such as 
being able to take out certain enemies with 
a single head-shot, it has also allowed the 
designers to reward players who plan long- 
distance attacks. For example, you could run 
into an open area and try to blast everyone; 
meanwhile, the alarms sound and the rein- 
forcements start pouring in. Alternately, you 
could hide further away and shoot out the 
hinges that hold a door to a building, caus- 
ing it to fall on the bad guys and the alarm. 

Another standout aspect of the game is 
the overall design of the levels. The physical 
design of the levels shows Shiny’s roots in 
the console platform game, where you fol- 
low a linear path through a level, taking 
detours here and there to discover weird 
secret areas full of lots of goodies. More rigid 
in design than Tomb Raider, it nonetheless 
gives you the appearance of complete free- 
dom (in fact, you can travel back and forth 
between most areas). You can argue the 
freedom vs. linear design philosophy, but 
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the fact is players will wander aimlessly 
unless they have a fairly rigid path to follow. 
You'll rarely get stuck in MDK, but you will be 
challenged. 

In addition to being challenging, the lev- 
els can be downright odd. There’s one area 
that looks like the most fake garden you've 
ever been in, with one-dimensional trees 
and a plastic-looking sky. It turns out that it 
is a fake garden. Then there’re the wonderful 
puzzles, from the visually impressive — being 
able to shoot a globe repeatedly to get it 
rotating until it spins of its axis and drops 
through the floor, allowing you to follow it 
into a new location - to the bizarre —- the 
end-level boss that requires food... well, we 
don’t want to give too much away there. 

On the graphic-design front, the game is 
stunning. While the sprite-based Kurt looks a 
bit dull, the environments feature incredible 
architecture, generating more than a few 
“ahhs” and “ohhs” during the course of play. 
The polygonal denizens of the gameworld 
are marvels of weirdness, as Shiny has made 
an interesting decision with them. Rather 
than try to replicate humans, they've turned 
them all into grotesques, with distorted fea- 
tures, long gangly legs, oddly shaped heads 
and Lord knows what else. You won't soon 


Up close and personal with one 
of the end-level bosses 


Kurt follows the globe after spinning it off its 
axis 


You want complex environments, you got ‘em 


forget them, that’s for sure, especially after 
you've tagged them with a couple of hits 
and they limp around the room, oozing 
green blood. 

The 3D engine that delivers the visuals is 
superb, concerned more with speed than 
complexity. That’s not to say that it doesn’t 
have many of the vaunted features of its 
competitors, but it’s not an engine in search 
of gameplay. It would appear that Shiny 
designed it match the game, not the other 
way around. And they’ve rewarded those 
lucky enough to have a 3D accelerator card 
with Direct3D support, taking the excellent 
visuals to a new level. 

With MDK, Shiny has reinvigorated the 
genre, delivering a wholly original game that 
doesn’t resemble any other one on the mar- 
ket. Compared to the average shooter, the 
lack of multiplayer negatively impacts 
replayability (something shared with Tomb 
Raider), but if you play games to play games, 
MDK is a killer single-player experience. Not 
to be missed. -Steve Bauman 


MDK 

Playmates Interactive Entertainment + 
www.playmatestoys.com/pie.com * 
Requirements: DOS, Windows 95, 9OMHz 
Pentium, 16MB of RAM, 2X CD-ROM = 
Multiplayer: None 


Need for S 


Living up to its name 


hroughout the ages, teenagers have 
T used their cars to score with the oppo- 

site sex. They'd try to impress them 
with their Hemi’s with Hurst shifters, saying 
things like “My car does the quarter mile in 
11 seconds.” Consider today’s equivalent: 
“Hey, I've got a 200MHz MMX Pentium at 
home, and an ISDN connection to the Net. 
Wanna check it out?” Boom. You're in there. 

Perhaps the ultimate make-out game is 
Need for Speed II, because it combines the 
allure of fast cars and a fast PC. Of course it 
features exotic cars: The McLaren F1, Ferrari 
F50, Lotus GT1 and Esprit, Ford GT90, Jaguar 
XJ220, Isdera Commendatore 112i, and the 
Italdesign Cala. Many of these are concept 
Cars and aren't available to the public; the 
rest are only in the price range of id 
Software programmers. 

More importantly, it requires the fastest 
Pentium on the planet to run at a decent 
frame rate. Unfortunately, it could have 
been made a helluva lot sexier with a 3D 
card, and it also might have actually run on 
something less than a Pentium ll. 

Need for Speed II also turns out to be a dud 
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[top to bottom] “Ridin’ around in my F50...” 


Even without an accelerator, the visuals are 
quite good. Too bad they’re slow... 


image and style and little substance. The 
Original game, with its greater variety of 
gameplay (where are the cops and oncom- 
ing traffic?), was much better. -Steve Bauman 


in the handling department. The cars have 
no steering feel on either the simulation or 
arcade settings. You don’t feel the car break- 
ing loose, and every car understeers at the 
limit, ramming those invisible barriers that 
still Keep you from exploring the beautiful 
scenery that surrounds the tracks. And when 
will Electronic Arts start giving us a few more 
tracks to drive on - six, plus one hidden 
track, is unacceptable in a $50 game. 

Considering more people worked on the 
video segments than the actual game, it’s 
not surprising that Need for Speed II is all 


Need for Speed II 

Electronic Arts * www.ea.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM » 
Multiplayer: 2-8 players, IPX, modem, null- 
modem 
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Blood 


Build engine game 
provides gore and 
not too much more 


having something of an Indian Summer 

after suffering through a Quake-induced 
cold snap. Outlaws, Redneck Rampage and 
Blood have all hit the streets at about the 
same time. Each offers a different strength: 
Outlaws has its immersive storyline, Redneck 
Rampage has its lowbrow humor and Blood 
has...well, blood. 

Gameplay is the same as it always was for 
these kinds of games. As with all Build 
engine games, you have the basics 
plus crouch and jump, look up and 
look down (perhaps those are part 
of the basics now?). Mouse target- 
ing is a toggle key. 

Developer Monolith set out to 
shock and revolt you from day 
one. The ads (y’know, they guy 
lounging in a bathtub full of 
blood) have been upsetting moms 
since they appeared. And, as 
promised, the game literally drips 
with gore. Founts of blood spurt 
from everything you kill, decaying 
bodies hanging from hooks 
explode in gobbets of meat when 
you hit them, and still-living beings are cru- 
cified on walls. The whole thing is so over 
the top that it ends up being like a B-movie 
gore-fest — more silly than scary. Still, plenty 
of folk are going to be offended. 

Once past the blood-hook, though, the 
game is a mixed bag. The environment 
graphics are poor. The aforementioned cru- 
cifixion victims look like murals painted on 
the walls, though they still scream when you 
stick ‘em with your pitchfork (the default 
weapon). Enemy graphics are much better, 
though still not outstanding. Sounds, on the 
other hand, are excellent. From the zombies 
mumbling “More brains” to disembodied 
voices from the past crying out their mes- 
sages, sounds add much to the Blood experi- 
ence. One of the few truly creepy moments 
in the game comes when you step up to an 
altar and hear whispered voices chanting 
something that you can’t quite make out. 

The level design is clever. Lots of thin 
walls to blow open, rotating rooms, and 
“theme” levels (an abandoned ship and a 
moving train are among the highlights). The 
atmosphere feels like late 19th or early 20th 
century with (for example) the voice of a 
conductor crying out “all aboard” though 
he’s been dead for many years. Find key A to 
open door B to find Key C which you need to 


: t seems as though 2D/3D shooters are 
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= Milliseconds ago, that pile ‘o gore was a rat 
{| The fish are better armed than you are! 


| hate leftovers... 


open Door D seems to be the order of the 
day, that and the odd switch throwing. 

Weapons range from cool to “been 
there, done that.” The flare gun will lodge 
its flare in an enemy’s chest, which does- 
n't even slow him down. A few seconds 
later, though, the flare ignites and said 
enemy becomes a walking inferno before 
collapsing in a pile of ash. Sticks of dynamite 
are a standard, and can be used to open 
many secret passages, as well as re-killing 
bad-things around corners. Spray cans can 
be used as flame throwers, and the ultimate 
weapon is a voodoo doll. Less interesting are 
the shotgun, tommy (machine) gun, and 
rocket launcher. 

Blood is a tough game. Often (too often, 
sometimes) you'll come around a corner to 
find a hair-triggered enemy with a shotgun 
pointed at your chest. Boom, game over. 
Save, save and save is the order of the day. 
Even the wimp level can provide some 
decent challenges. The game is made even 
tougher by occasional clipping problems, 
wherein you can see your enemy past a cor- 
ner, but your gun insists on hitting the wall 
rather than the enemy. 

As with Duke Nukem, a level editor is 
included. Also as in Duke, this is a no-frills 
Build editor that will take a lot of patience 


and experimentation to learn to use. No one 
has yet come close to Bungie’s Hammer and 
Anvil editors that they provided with 
Marathon Infinity. Perhaps Epic’s Unreal edi- 
tor will finally bring decent editing tools to 
the PC platform. 

This is the case where a game suffers 
somewhat from being over-hyped. Lots of us 
were salivating in anticipation, and at first 
blush, the game fails to deliver. But setting 
aside the hype, Blood is yet another decent 
2D/3D shooter. It isn’t genre-busting, but it'll 
keep you covered in gore for a while...at 
least until this 2D/3D Indian Summer fades 
before the fully 3D fury of Jedi Knight, Unreal 
and Prey. — Peter Smith 


Blood 

GT Interactive * www.gtinteractive.com ° 
Requirements: Pentium, 16MB of RAM, 2X 
CD-ROM + Multiplayer: 2-8 players, IPX, 
modem, null-modem 


-TigerShark 


Perfect for short sessions of mayhem 


hen’s the last time you sat down 

for a session with a straightfor- 

ward shooter? Forget multiplayer, 
level editors and configurable keyboard 
schemes, just shoot stuff. Been a while? 
Then TigerShark is for you. 

TigerShark takes place both on and under- 
water. Your vehicle is part hovercraft, part 
submarine. On the surface, things are sim- 
ple. You drive around wasting bad guys. The 
only tricky bit is taking into account the 
motion of the ocean, since your guns fire 
straight forward. You have to fire on an 
upswell to hit distance enemies or emplace- 
ments on land. 

But underwater it’s a whole ‘nother ball 
game, as the controls available expand con- 
siderably at the same time that you have to 
start thinking in 3D. Using a Microsoft 
Sidewinder Pro, the game supports the 
throttle, the rudder twist is used to bank 
your craft, and the hat slides you left and 
right and up and down (no view options, 
but remember, this is a shooter, not a sim). 
The game is tough, even on a medium set- 
ting, so you'll want to get really good with 


OR, 


these controls. 

Skim along the bottom 
and you'll see the broken 
hulks of the ships you took 
out on the surface. The sea is 
crisscrossed with torpedoes. Huge subs 
fire those (and you can trace the trail of 
bubbles they leave back to the source), 
but there are also smaller “fighter subs” 
that make life problematic. And let’s not 
forget the lava! 

TigerShark looks good normally, but 
throw a 3Dfx accelerator card into your 
rig and it become spectacular. MMX is 
also supported, but the developers got a 
bit ambitious, and there’s pretty bad 
slowdown in MMX mode. This may have 
been caused by the currently dubious 
DirectX support of MMX. 

Setting aside the MMX problem, 
TigerShark is a quite enjoyable single-player 
shooter; it’s the kind of airy stress relieving 
fun that won't keep you glued to the PC for 
hours on end, but will provide many short 
sessions of mayhem before you grow tired 
of it. -Peter Smith 
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Destroy 
these ther- 
mal taps 
and you'll 
geta 
power-up 


On the 
surface, 
the near- 
ness of the 
horizon is 
a bit dis- 
concerting 


saad 


TigerShark 

GT Interactive * www.gtinteractive.com 
Requirements: Windows 95, 66MHz Pentium 
or higher, 16 MB of RAM, 4X CD-ROM + 
Multiplayer: None 
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Fytreme Assault (£27 


Extreme action for explosion junkies 


lue Byte has been making some 
impressive waves in the U.S. as of 
late, especially with the release of 
Albion and the superlative Archimedean 
Dynasty. Extreme Assault is a follow-up of 
sorts to the latter game which, while unre- 
lated to its story and aquatic world, uses an 
improved version of the same engine. It also 
Shares the same basic control scheme and 
many of the same qualities that made that 
submarine combat game so great. 

Extreme Assault takes to the skies and the 
ground, as you pilot a souped-up arcade 
style attack chopper and a fast, deadly 
hover tank. This isn’t a sim by any means; 
there are power-ups, secret bonuses, end 
bosses and all the old standards of arcade 
action. Indeed the premise of using a heli- 
copter and tank in the same game is far 
from original — the illustrious 
Silkworm series (look for SWIV 
from Interplay any day now) 
used this same idea years ago. 
Not that originality matters a 
whit while you're playing 
Extreme Assault, since the 
sheer visceral action of the 
game will keep any joystick 
jockey glued to his or her 
chair for hours at a time. 

In Extreme Assault, rumors 
(then confirmation) of an alien 
invasion send you out on mis- 
sion after mission through a 
variety of landscapes both 
above and below the ground. 
Vast tunnel chambers, alien 
factories, lava pits, small towns and forests 
are all waiting to be blown up in pursuit of 
the foul aliens who wish the Earth for them- 
selves. There are enemy helicopters and 
fighter jets, gun turrets, jeeps, giant robots, 
mechanical spiders, drones and air mines to 
overcome by the hundreds, and several dif- 
ferent guns and missiles to find, power-up 
and utilize. The game contains around 50 
missions, and most of them are short and 
explosive. The game automatically saves 
after completion of a mission as well, and 
while there is no option to save during a 
mission, it isn’t much of a problem. There are 
four difficulty levels, but the game is struc- 
tured so that you can only see the later areas 
on the harder settings, which is an obnox- 
ious feature. 

While Blue Byte has made assurances that 
3D acceleration patches will be available 
soon (if not already), the graphics are some 
of the best ever seen in an non 3D-accelerat- 
ed game. Often times, the game looks as if it 
is accelerated, and the explosions and light- 
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ing are beautifully done. Textures do, how- 
ever, get quite blocky at times, occasionally 
marring the otherwise superb visuals. 
Extreme Assault has a plethora of resolution 
and detail options to allow it to run ona 
variety of systems, supports MMX and 
though it is DOS-based, runs perfectly under 
Windows 95. The sound effects are terrific as 
well. Explosions and gunfire carry a notice- 
able punch, and the music complements the 
action quite nicely. Extreme Assault contains 
network play for four players, with four bat- 
tle zones in which to fight, and is due to sup- 
port play over the Internet through as yet 
undetermined Internet gaming services. 
Control for both vehicles is super smooth 
and responsive, but the game lacks proper 
support for advanced joysticks (it does have a 
Thrustmaster mode). The game does not 
allow the use of the throttle or rotation of the 
Microsoft Sidewinder Pro, and forces the play- 
er to use keys and joystick simultaneously, 
which is an oversight. There are some other 
annoying holdovers from Archimedean 


Traverse the canyon in a gun turret infested 
alien camp 


No alien blastfest is complete without a big 
mechanical bug to blow up 


Extreme Assault’s fire and explosion effects 
look as good as any 3D-accelerated game 


Dynasty as well, such as the way you can end 
the mission as soon as the main objective is 
cleared even if there are still enemies around. 
Some of the missions must be done in a spe- 
cific manner or else you can't win them and 
your commanding officer's voice (by the 
Same guy who did such a great job with 
Archimedean Dynasty’s hardboiled science fic- 
tion narrative) is woefully over-dramatic here. 

None of the problems in the game can 
take away from the fun of playing Extreme 
Assault. It's pure mindless action with excel- 
lent, stunning looking levels, a huge explo- 
sion count (virtually everything in the game 
is gleefully combustible) and it’s simply an 
enormously entertaining game. For action 
lovers, Extreme Assault is a must-have and is 
simply the best game of this type around. 
—Jason D’Aprile 


Extreme Assault 

Blue Byte Software * www.bluebyte.com * 
Requirements: DOS, 9OMHz Pentium or 
higher, 16MB of RAM, 2X CD-ROM « 
Multiplayer: 2-4 players, IPX only 


Perfect Weapon 


Not quite perfect, but an action-filled surprise 


erfect Weapon is the kind of game that 
a PC owners don’t usually see. A cross 

between a traditional fighting game 
and an Alone in the Dark-style third-person 
adventure, it only lacks variety and an inter- 
esting story to elevate it to PC greatness. 

The plot concerns a guy who's landed ona 
planet where the aliens just happen to prac- 
tice the martial arts, and in order to leave he 
must kick butt in five strange worlds. Sure, 
it's pretty lame, but this same plot was fea- 
tured in over 32 movies in the past three 
years, all starring World Kickboxing 
Champion Don “The Dragon” Wilson and 
appearing on Cinemax next week. 

As you move about the beautifully ren- 
dered environments, you find power-ups 
that open doors, give you extra strength, 
and all of the usual stuff. As you defeat an 
enemy, you absorb their essence, and after 
vanquishing enough foes, you'll be able to 
advance to the next level. 

What makes Perfect Weapon more than 
an average fighting game are some nifty 
little design features. Over the course of 
the game, you can learn more advanced 


moves, over 100 in all, though most 
require the dexterity of a 12 year old. 
The different aliens all have distinc- 
tive fighting styles, and unlike most 
games of its ilk, you’re not just in 
one-on-one battles. 

The negatives of Perfect Weapon 
are few, but still annoying enough to 
effect your impression of the game. It 
suffers a lot from “sucky camera angle 
syndrome,” which, as in Alone in the 
Dark and Ecstatica, can cause you to 
completely lose your bearings when 
the game decides to go from, say, a 
side-view to a top-down view. They 
also make navigation cumbersome 
for the exact same reason. The player ani- 
mation is a little clunky, and shadows on 
the characters, even if faked, would have 
helped them to integrate into the back- 
grounds better. 

Overall, Perfect Weapon is a surprisingly 
entertaining and challenging game, one that 
should provide plenty of action for fans of 
the genre. If you're not a fan, it might make 
you one. —Steve Bauman 


[top to bottom] 
Hey, if you had a bad haircut, you’d be pissed too 
Attacking the deadly tattoo guys 
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Perfect Weapon 

ASC Games * www.ascgames.com * 
Requirements: Windows 95, 120MHz 
Pentium or higher, 8MB of RAM, 4X CD-ROM 
Multiplayer: None 


THE FINE ART OF 
CONQUERING THE WORLD. 


COMING: TAHIS: FALE 


A MINDSCAPE® COMPANY 


IMPERIALISM is a trademark of Strategic Simulations, inc. ©1997 Strategic Simulations, inc., a MINDSCAPE Company. Al! rights reserved. 


4A ipe your face,” he suggested. 

“Huh?” “Your face. It's 

smudged,” (indicating the left 
side of my nose). | dutifully rub it. 
“Arrrrgggghhhh! That's worse! Here.” (hand- 
ing me a tissue). “It’s the escalator handrails, 
they have black powder and no one knows 
why.” Black powder on the escalator 
handrails... OK... | can accept that. After all, 
| was at DreamWorks Interactive - a huge 
cauldron of big talent, hot licenses and 
development dollars. If it's escalator powder 
they want, it’s escalator powder they'll have. 
During an editor's day there recently, every 
last employee assured me that it’s a great 
place to work. “...and they give us donuts, 
and lunch, and coffee and soft drinks!” Not a 
word about profit-sharing or stock options. 
They know what the priorities are. 

Nonetheless, there are two products | 
saw there worth mentioning that don’t fit 
neatly into one of our iron-clad genres. 
(Three, actually, but the Neverhood’s Skull 
Monkeys for PlayStation only is off limits for 
discussion via the magazine’s Statute of 
No-Cart-Discussion, “Fart-head” weapon or 
no “Fart-head” weapon...you didn’t read 
about it here). 

First is a real-time strategy game. Yes...| 
know this is an iron-clad genre that we do 
cover (how many in development at last 
count?). This one is for kids. Chaos Island is 
the Lost World product aimed at kids aged 
8-12. These are the ones that watch Dad or 
big brother playing Warcraft and Red Alert 
and see the addicted look on their faces. 
They want to become addicted like Dad, 
but after the “build four farms” type of 
level they become quickly frustrated and 
overwhelmed. 

The game offers 12 missions very closely 
tied to the Lost World film (rescue a 
baby T-Rex, herd a group of dinos 
from here to there, etc.), and all of 
them are “positive” in nature. No mass 
carnage. No wiping out every blasted 
unit. Pabulum for most of us, but 


Road to Nowhere 


Dinos and Dilbert at DreamWorks 


enough to 
inspire a whole 
new generation 
of insomniac 
computer geeks. 
Easy, medium 
and hard levels 
are available. 

Character-dri- 
ven gameplay 
enlists many 
characters from 
the film, all 
voiced by the 
original actors. 
They gain attrib- 
utes and abilities 
as the missions 
progress, giving 
an incentive to keep them healthy. Dinosaur 
eggs may be found and hatched to build 
dino troops (remember C&C's dinosaur 
level?) The dinosaurs are gorgeous, as they 
are in all the Lost World games, and have 15 
distinct attributes per species. Here is where 
much of the very basic strategy comes into 
play. The dinosaurs behave much as they 
might have in the wild, so knowing their 
tendencies enables the player to use tactics 
like directing herbivore troops to eat trees to 
clear more fortuitous paths. 

No cartoony or babyish overtones here; it 
looks so much like C&C (except much pretti- 
er), that most of us just smiled and shook 
our heads — from the status bar under each 
unit, to the left button interface, to the style 
of the inter-mission cut scenes (| actually 
expected to see Kane). But hey, like the 
tobacco companies, hook ‘em early enough 
and you've got a consumer for life. 

DreamWorks has scarfed up a license to 
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their species 
Note the C&C style 


Character screen 


JO a agate NT Size | 
ie detect, dil 4 
| laa] Afdisk. cwa 


nh 


i 
ynits 


Application E Klansion 
CWA File 
162KB Application 10/4 
SKB Help File.» 10/1 
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Rubber stamp your desktop with over 70 
selections 


Techno Wars - donuts are at stake 


Shadows of tiny dinos reveal 


yet another institution — that gotta-love- 
him corporate engineer, Dilbert. Yes, 
Dilbert, Dogbert, Catbert, Ratbert and the 
pointy haired manager all make appear- 
ances in Dilbert’s Desktop Games. It consists 
of these tiny little characters with big heads 
that run through mazes finding items and 
bringing them to other characters...er...no. 
Sorry LucasArts. 

Instead it is a series of 10 separate games. 
There is an overall mission - to complete the 
ultimate Game Machine, which requires 
playing all of the desktop activities to accu- 
mulate its pieces. Games range from light- 
activity style (Enduring Fools, which covers 
your desktop with morons, buffoons and 
idiots that you zap with a stun gun and mess 
up your screen) to full scale level-based 
arcade games (Techno Wars - complete all 
50 levels and you'll get that last piece to the 
Game Machine). 

My personal favorite is The Jargonator, 
which takes any perfectly normal prose you 
feed it, and returns it in middle-manage- 
ment gobbledygook. It changes things like 
“use” to “utilize” and adds bunches “expe- 
dites” and “facilitates” all over the place. | 
can't wait to try it out. 

Scott Adams has complete creative con- 
trol over the project, which is being devel- 
oped by Cyclops in Santa Monica. 
DreamWorks is trying to get Bill Gates to 
sanction the product, hoping that he will 
soon require “A Dilbert on every Windows- 
based machine.” Well, perhaps not, but at 
the suggested retail of $19.95, what a great 
holiday gift idea. 

So, there’s plenty afoot this year at 
DreamWorks... and if only they could stop 
folks from replenishing the toner on the 
escalator handrails, it could be Eden. 
-—Cindy Yans 
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Express delivery for The Last Express 


ello, again! Toaster, the dragon who 
oe looks like Bogart, is having an identity 

crisis and is unable to continue his sto- 
ries. | know you'll join us in wishing him a 
quick recovery from his prolonged period of 
insanity. He is having a great deal of difficulty 
in dealing with the death of Beata, his beloved 
Polish sweetheart, y’know. Meanwhile, pull up 
a bar stool, and have a mug of ASCII on the 
house. That means you'll have to climb up on 
the stool, and then through the ceiling to get 
it. Heh-heh. This is the Boots of Re Tavern and 
I'm Unca Andy. My three helpers are Bashed, 
Battered and Bewildered. On tap for today are 
this month’s most popular adventure and role- 
playing games as listed in Hot & Not as well as 
the major hints and tips needed to complete 
my favorite adventure game of the year, The 
Last Express. 


Hot & Not 


Shadows Over Riva was the month’s most 
popular role-playing game, but Diablo con- 
tinued to do well. Shivers |] was once again 
the month’s most popular puzzle adven- 
ture game. 


The Last Express 
Some gamers are reporting difficulty in 
beginning the game. They keep getting 


notices that Robert Cath has been 
arrested and booted out of the game. 
Herr Schmidt begins the game in the 
dining car and sends a conductor to 
invite Whitney Tyler to meet with him 
there. Unless the gamer (as Cath) talks 
to Schmidt before he tires of waiting, 
Schmidt will leave the dining car and 
discover Tyler’s body. This triggers the 
police to board the train at the next 
stop and arrest Cath. The best way of 
preventing this is to go to Whitney's 
compartment and discover the body 
first and hide it in the train seat (it 
makes up into a bed) and then go to 
the dining room to talk to Schmidt. 
Click the conversation balloon on the 
conductor right after boarding and he'll 
direct you to Whitney's compartment. 

The first arcade sequence, a fight 
with a knife-wielding assailant, is not as diffi- 
cult as it looks. The trick is to move the cur- 
sor around the screen to discover the down 
arrow which allows Cath to duck, and then 
click the hand icon which appears after a 
few defensive ducks if the cursor is on the 
assailants arm. You can end the first day 
around 10 p.m. after Whitney's body has 
been safely thrown out of the window. The 
cursor will turn into a snore balloon when it 
is run over the made up bed. 

The little boy will trade his golden whistle 
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Disarming the assailant is easier than it looks 


Look at the egg as if it were a globe of the 
world 


Boldly carry the briefcase of gold out of 
Kronos’ private car 


Hide the body in the train seat 


for the black beetle crawling on one of the 
chairs in the lounge car. This is not an arcade 
sequence as | mistakenly thought at one 
time. It is a puzzle involving your empty 
matchbox and the beetle. 

Gamers are also having problems with 
finding the golden egg (in Tatiana’s bath- 
room), the passkey (in Miss Wolff's jewelry 
box) as well as how to trick Schmidt into 
delivering the arms at Munich. Do not sell 
the egg to Kronos for the briefcase of gold. 
Instead, use the passkey to climb on top of 
the roof of the train during the concert, drop 
down into Kronos’ private car via the sky- 
light, and get the briefcase out of his safe. 
Then just boldly walk out of his private car 
and hide the briefcase under your train seat 
and then hide the egg in Max’s cage. After 
the concert show the briefcase immediately 
to Herr Schmidt in his compartment and 
then give it back to Kronos. 

Defuse the bomb by first opening the 
electrical box next to the conductor's chair. 
Close the fuse box and slide the cigar box to 
the top. Use a match to burn through the 
insulation on the wires. Remove the box and 
turn it around to remove the pins from its 
hinges. Open the box and place the 
telegram between the relays. 

To open the egg, follow the clues in 
Tatiana’s translation of the Firebird poem. 
Look at the egg as a globe of the world and 
press the aqua-colored gem in Ayers Rock, 
Australia. Then press the blue gem at 
Stonehenge, England. The third gem is red 
and it’s at Mr. Everest in Tibet/Nepal. The 
fourth is purple and is in the ocean off the 
coast of South America on Easter Island. 
Finally, press the green gem in Jerusalem. 

Selemat tinggal (goodbye in Indonesian) 
—Andy Backer 
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Star Trek Generations 


Marathon meets the Enterprise 


hile it is unclear whether devel- 
opment time, or simply the wish 
to distance itself from the rather 
unfortunate movie, was the motive for the 
delayed release of Star Trek Generations, 
it’s hard to deny the marketable appeal of 
the Star Trek license. This latest adventure 
of the Starship Enterprise is vastly differ- 
ent from any that have come before it and 
from the movie as well. Using the film’s 
plot as the barest of threads to form a siz- 
able action-adventure, Star 
Trek Generations is the latest 
of the current crop of games 
attempting to meld first per- 
son action with adventure 
game elements (Realms of 
the Haunting being a previ- 
ous example). 

The game manages to echo 
the movie plot in a commend- 
ably long adventure, as the 
crew of the Enterprise find 
themselves in a race to pre- a 
vent a mad man from destroy- coe 
ing much of the galaxy in his eK: 
quest to enter the Nexus, a 
strange, paradise-like place. 

The madman, Dr. Tolian Soran, is 
using a new Star destroying 
weapon, which when activated 
causes the star to go nova and 
anything in the wake of the blast 
to turn to atoms. The most inter- 
esting aspect of Generations the 
game, however, is not just the 
length or the plot, but the non- 
linearity of it. If you fail in an away 
mission, or lose in space combat 
(and survive), the plot usually still 
progresses. Even in the away mis- 
sions, actions can have conse- 
quences, though what this usually 
means is that you shouldn't use 
the maximum setting of your phaser, since it 
turns aliens and any of their sometimes 
imperative possessions into a pulpy mix of 
space debris. 

There are three distinct elements in 
Generations, though the bulk of the game is 
made up of first person, real-time adventur- 
ing. The other segments are the starship 
combat sequences and stellar cartography. 
Stellar cartography is sort of the captain's 
chair of the game - here Picard and Data 
scan star systems in search of clues to the 
mad doctor's whereabouts and issue com- 
mands to send crew members on away mis- 
sions. Since Soran is always on his quest to 
destroy the galaxy, time is important as well, 
S50 following up on false leads can cost you. 
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Geordi prepares to inflict the hurt ona 
room full of Klingons. Who knew the 
lyrics to MacArthur Park would survive 
that long? 


Stellar Cartography, where Picard and 
Data plan their next move 


In some away missions, you'll be using 
disguise and stealth instead of firepower 


You'll have to battle both Romulans and 
Klingons in space to reach the mad doctor 


- ws 
a a 
tne eereeee en nee ate! ‘ 
a fi 


It's an interesting premise and works well 
enough most of the time, but there are 
some noticeable problems. First, the away 
missions can easily be mistaken for the 
aging first person shooter, Marathon 2, and 
the graphics are not exactly stunning. The 
game’s look is certainly passable, however, 
and the variety of landscapes, from caves 
and planet surfaces to starships, is interest- 
ing. Also, the viewing window is quite small, 
even using the large option. Control for the 
away missions might take some getting 
used to since it deviates from the norm by 
using the control key for ducking and the 
enter key for jumping. 

The starship combat portions are easily 
the weakest segment of the game. It’s as if 


the designers weren't sure whether they 
wanted to make these battles tactical or 
arcade-like, then tried for a middle ground 
and failed. You can control the Enterprise 
either manually or through commands 
(such as “Maintain distance to target,” or 
“Evade”), but neither option is intuitive or 
particularly user friendly. Indeed, an 
option to skip these battles entirely would 
have been welcome. Another odd over- 
sight is the fact that after saving an away 
mission-in-progress, you are restored at 
the beginning of the mission for no appar- 
ent reason. Given that some of the mis- 
sions are long, puzzling and difficult this is 
a terrible oversight. 

Allin all, Star Trek Generations is a decent 
game, especially for Trek fans. The game 
allows you the chance to take the role of all 
the main cast members (though only one at 
a time and you can't choose away team 
members) and is involvingly interesting sci- 
ence fiction fare. The mix of action and 
adventure works well overall, though it is, 
without a doubt, aimed more at action play- 
ers than adventure gamers. —Jason D’Aprile 
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Star Trek Generations 

MicroProse * www.microprose.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM drive » 


Multiplayer: None 


ON LAND, ON WATER, OR IN.THE AIR, 
YOU HAVE THE ADVANTAGE. 


— YOU ARE THE UNITED STATES MARINES: 


Military Strategy Game Windows® 95 


P.O. Box 13491 + Research Triangle Park +» NC 27709 
Visit your local retailer, call 1-800-448-5261, or visit the web site 
http://semperfi.imagicgames.com for additional information! 


NIERACIIVE 


Semper Fi is a trademark and Interactive Magic is a registered trademark of Interactive Magic, Inc. 
All other trademarks are the property of their respective owners. © Copyright 1997 Interactive Magic, inc. All rights reserved. 
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Shadows over Riva 


Third time’s a charm for this Euro-fantasy series 


nan era that glorifies light-weight, 
action-oriented games passing them- 
selves off as RPGs, it is refreshing to see 
that someone is still keeping faith with the 
legions of hard-core role-playing fans out 
there. Sirtech, creators of the legendary 
Wizardry series of honest-to-goodness com- 
plex CRPGs, continues that legacy with its 
other line of serious role-playing games, the 
Realms of Arkania 
series. Produced in 
Germany and based 
On a paper and pen- 
cil role-playing sys- 
tem popular there, 
the first two Arkania 
games enjoyed 
success in the 
United States. Star 
Trail, the second 
game in the series, 
was particularly well 
received, for its mix 
of incredible detail, 
masses of statistics, 
and well-executed, traditional dungeon- 
crawling and turn-based combat. Now, 
amidst the barrage of adventures, 3D shoot- 
ers, and action games with RPG elements, 
Sirtech has released the third chapter in the 
Arkania saga, Shadows over Riva. 

Like its predecessors, Shadows over Riva 
offers a plethora of delights for the numeri- 
cally inclined: detailed character generation, 
a myriad of skills, more spells than you can 
shake a wand at, and the chance to buy vir- 
tually anything your adventurers could want 
(including visits with courtesans). What's 
new for this installment is SVGA cutscenes 
and animations, a somewhat refined inter- 
face, a much improved 3D adventuring envi- 
ronment, and better music. Players can 
import their parties from earlier Arkania 
games, use a pre-generated party, or create 
their own group of six adventurers; in the 
latter case, new characters begin at sixth 
level, so as not to be at too much of a disad- 
vantage. Most everything will be quite famil- 
iar to veterans of the earlier games, includ- 
ing the emphasis on brothels, massage par- 
lors, and other pleasures of the flesh that 
seem to obsess the designers. Likewise, the 
quirky jokes, odd translations, and general 
weirdness of the earlier games returns full 
force for this encore. 

The game fits on one CD (something of a 
rarity these days), has a good manual (print- 
ed and on-line) and is reasonably bug-free. 
According to the box, it will run on a 486/33, 
so it should be accessible to virtually every 
RPG fan. In many ways, Shadows over Riva 


COMPUTER GAMES 


[clockwise from top] 


Automapping with style...color, 
overview, and notes all make it easy 


A Dwarven mine provides the setting for 
one of Riva’s many adventures 


The Cemetery...great 3D graphics lend 
atmosphere to Riva’s terrors 


Inventory management made easy...and 
boy, you need to manage this! 


represents what may well be the last of a 
breed: the highly-detailed, statistics-oriented 
RPG that requires minimal hardware and 
focuses more on the game than on glitz. Of 
course, too much minimalism is not neces- 
sarily good. Combat is still blocky VGA, as 
are most of the interface screens; battles in 
particular would have benefited from higher 
resolution graphics. The 3D parts of the 
game, though gorgeous, are not particularly 
fluid; the ability to use the mouse to look 
around would have made exploring Riva 
much more entertaining. And yes, there is 
still that Teutonic obsession with such minu- 
tia as eating utensils, styles of footwear, and 
quality of bedrolls to drive you batty. At 
least there isn’t much opportunity for every- 
one to catch the flu and die this time... 
Players who are not familiar with the series 
might be a bit overwhelmed by everything, 
and there is too little information about such 
mundane things as weapons and armor for 
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those who have not mastered 
the earlier games. 

Still, Shadows over Riva is a 
winner, a solid statistics-based 
RPG in an era of lightweight 
imitations. There is nothing 
quite like the thrill of building a 
party, developing it over time, 
and kicking monster butt all the 
while. Despite being set in a 
single city, there is no shortage 
of things to do, and places to 
see. The city of Riva looks fan- 
tastic; maybe Europeans have a 
better idea about Medieval architecture 
than folks on this side of the pond. Most of 
all, it’s fun, that sort of “print out the charac- 
ter sheets and let’s figure out what spells to 
work on” fun that serious RPGers have come 
to know and love. It’s not a game for every- 
one; those who shun trigger-based plots, 
hate minutia, or simply want pure action 
and SVGA sizzle should look elsewhere. 
Replay value might well be limited, too, due 
to the very linear plot structure. These are 
relatively minor flaws, however. Given the 
current RPG environment, Shadows over Riva 
is still a ray of sunlight for fantasy gamers. 
—Robert Mayer 
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Shadows over Riva 

Sirtech * www.sir-tech.com * 
Requirements: DOS, 486/33 or higher, 8MB 
RAM, 2X CDROM * Multiplayer: None 


Land, Air & Sea Combat . 
That Spans the Globe! 


Welcome.to the Pacific, one of World 
War II’s most magnificent battlefields. 

Welcome also, to PACIFIC GENERAL; sz, 
one of the world’s most magnificent strategy games! 
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Built around a significantly modified 5-Stak SERIES’. 
game engine, PACIFIC GENERAL features a newly |, 
-£ ~~ created naval combat model for high-seas realism. 

Campaigns and scenarios playable as Japanese 

AMIS 33 GIN... or American forces. True head-to-head play 
HUES auaeA YU via modem or network. And an all-inclusive 
Battle Generator that goes beyond war in the 
Pacific — it comes fully-loaded with maps 
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f Callahan’s Crosstime Saloon included a 
book, | would have followed what was 
becoming a ritual with Legend’s games: 
read the book, play the game, consider the 
differences/parallels. Since I'm not a big sci- 
ence fiction/fantasy reader aside from this 
ritual, | can't comment on how true the 
game is to the Spider Robinson spirit. | am a 
big adventure player, though, so | can say 
that Callahan’s is an adventure for the rest of 
us — that forgotten group sick of Myst-alikes, 
hungry for games that refuse to dumb 
down, and relieved when humor hits us 
where we live, not over the head. 

“Saloon” notwithstanding, Callahan’s isn't 
a Western. Rather, it’s an Eastern, set in an 
unusual Long Island bar where beings from 
different times and spaces can hang out in 
the now. From this base, your player charac- 
ter, Jake Stonebender, steps out into Five 
Vignettes and a Finale; saving rainforests, 
making the world safe for testosterone, 
helping broken-hearted, addicted, and dog- 
napped pals, and orchestrating the 
endgame - all in a forgiving environment 
that eschews the dreaded “game over” for 
infinite second chances. 

The perfect Callahan's audience grew up 
in the 60s and 70s U.S.; lives there still (+10 if 
it’s New York); loves music, movies, words 
and wordplay; and fancies him or herself a 
discriminating gamer. In other words: me. 
Callahan's and | connected on a level that 
might elude those schlepping different bag- 
gage. Example: if you don’t know in your 
heart that puns can be the highest, not low- 
est, form of humor (whatever slimeball 
coined that phrase was misnaken, anaconda 
they're Newt easy toad do without being a 
boa), run far, far away. Puns abound in 
Callahan's. Younger or non-U.S. players may 
miss some references to TV shows, ads, 
bands — even Hair lyrics — as well as events 
and names that speak to a shared boomer 
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sent, too, becomes surprising- 
ly amusing, from an annual report joke 

to one character’s Fargo accent. And the hys- 
terical New York City segment hit, and hit 
hard, in the verisimilitude department. 

| should disclose that | know Josh Mandel 
(only online), and have played other games 
that were, at least partially, his brainchildren 
(Freddy Pharkas, Space Quest VI, to name but a 
few). To me, Callahan's shows measurable 
growth on his part, or perhaps just more free- 
dom to use his own style. In Callahan’s, that 
Style combines endearing self-consciousness 
with risk-taking originality, and is pleasingly 
obsessed with detail (but not the locker room). 
Just about everything in the game generates 
some sort of response — usu- 
ally non-canned. 

Callahan’s is heavily tex- 
tual and requires careful 
reading to solve puzzles 
and to experience the 
story cohesively. Your 
comrades’ many sugges- 
tions amount almost to 
online hints, but without 
the guilt. The puzzles, 
while generally fair, are 
sometimes bizarre (why 
did | have to buy wax lips 
before knowing how to 
use them?) The in-game 
clues are quite well done, 
though occasionally | 
relied on structural feedback instead (e.g., 
inability to use an item except where | 
found it). Also well-handled: the sparing use 
and seamless integration of “I’m a puzzle!” 
puzzles like the Brazillian lock. Oh, and trash 
that bundled hintbook immediately. Doing 
SO got me about 30 playing hours - less if | 
hadn’t missed some smaller items. 

The conversation interface didn’t annoy 
me, but might others. It frequently 
Spits you out at an option’s end and 
makes you talk to the subject again to 
continue. Used conversation options 
don’t gray out. This allows replays, 
which | liked, but can be frustrating if 
you hit a used option accidentally. 

Callahan's features 360-degree 
scrolling (like Zork Nemesis but easier 
to control) which provides a natural- 
feeling journey through the familiar 
Legend cosmos. | did experience a 
bug: a disappearing option with 
those wax lips. The problem did not 
recur when | played from a prior save. 
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Callahan's Crosstime Saloon 


Boomer humor, tons o’ puns, story 
galore and a partridge ina family 
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| Like Mike, and the other characters wormed 
their ways into my heart, too (time for my 
monthly pill) 


Great Aunt Jenny?!? No (whew)... just the local 
purveyor of yentagrams, the latest in curse 
mark fashions (they look really cute on, take 
my woid) 


Don’t even think of parking here 


None of the other glitches affected game- 
play, just atmosphere (e.g. characters recit- 
ing lines not intended for them). On my 
system, the music slowed significantly dur- 
ing screen changes, and the sound fre- 
quently carried an undercurrent of pop- 
ping — so! could not fully enjoy these 
aspects of the game. Hopefully, patches 
will fix such issues. 

Callahan’s won't impress those who 
expect breakthroughs in animation or visual 
effects; even full-motion video is all but 
absent from this game. But for me, and oth- 
ers like me who value playability, story, and 
intelligence above ocular diabetes, 
Callahan’s is a find. Just gimme a book next 
time, OK? -Morgana 
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Callahan’s Crosstime Saloon 

Take 2 Interactive * www.take2games.com * 
Requirements: DOS, 486 DX2/66 or higher, 
8MB of RAM, 2X CD-ROM 


CHIPS & BITSinc. 


OB 234 DEPT 10910 ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


COMPUTER GAMES: STRATEGY 


www.cdmag.com/chips.htm| 
or call 1-600-699-4263 
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ge of Empires NOW $48 Deadlock NOW $27 Lords of the Realm 2 NOW $39 Star General NOW $43 
ge of Wonders 08/97 $47 Destiny W95 NOW $29 M Gathrng Battlemage NOW $35 Star Nations NOW $46 
gents of Justice NOW $48 Dominion 09/97 $40 M.A.X NOW $48 Starcraft Expansion 12/97 $30 
res Rising 11/97 $46 Dune 2 NOW §$22 Machiavelli the Prince NOW $19 — Starcraft W95 09/97 $46 
rmy Men 11/97 $46 Dungeon Keeper NOW $46 Master of Magic NOW $41 Stars NOW $38 
irthright W95 NOW $29 Empror of Fadng Suns NOW $29 Master of Orion NOW $19 Starship Troopers NOW $46 
lood & Magic NOW $46 Empire 2 W95 NOW $24 Master of Orion 2 NOW $24 Steel Legions 10/97 $42 
/& C RA Cntr Strke NOW $21 Empire DIx MstrEd NOW $19 Mechcommander 08/97 $48 Submarine Titans 09/97 $46 
/& C Red Alert W95 NOW $48 Enemy Nations W95 NOW $29 Mighty Machines NOW $32 Syndicate Wars NOW $46 
aesar 2 NOW $48 Evolution NOW $40 Mssn Frce:Cybrstrm 2 09/97 $42 Theme Hospital NOW $42 
apitalism NOW $42 Exploration NOW $19 Outpost 2 NOW $47 Tranpsort Tycoon Dix NOW $42 
apitalism Plus NOW $46 Fallen Haven W95 NOW $44 Pax Imperia2W95 NOW $48 Uprising 10/97 $48 
ave Wars NOW $39 Fallen Heroes 09/97 $46 Pirates Gold NOW $19 Warcraft 2 NOW $37 
eltic Tales NOW $34 Flight Commander 2 NOW $39 Populous 3 08/97 $48 Warcraft 2 70 Levels NOW $19 
‘ivilization 2 NOW $40 Forbes Crp Rder Gme NOW $45 Railroad Tycoon NOW $24 Warcraft 2 Add On NOW §$20 
‘ivilization 2 Scen NOW $26 Fragile Allegiance NOW $46 Reach for Stars 2 NOW $48  WarhmmrShdHrn RtNOW $28 
‘ivilization Network NOW $25 Free Enterprise NOW $45 Rebellion W95 NOW $52 Warlords 2 DIx NOW $41 
‘ivilization NOW $19 Front Lines NOW $34 Risk W95 NOW $41 Warlords 3 08/97 $48 
‘lose Combat 2 09/97 $44 Galactic Mirage W95 08/97 $41 Semper F 09/97 $46 Warwind 2 11/97 $46 
‘Olonization NOW $25 Heroes M&M 2 Ex Pk NOW $25 Settlers 2 NOW $33 Wooden Ship Iron Mn NOW $39 
omm Cong Cvrt Ops NOW $22 Heroes M&MW95 NOW $29 Settlers 2 Gold NOW $38 X-Com Apocalypse NOW $45 
‘ommand & Congr NOW $40 Heroes Might & Magic NOW $32 Settlers 2 Missions NOW $12 X-Com Terr frm Deep NOW $29 
ommand & Congr 211/97 $48 Heroes ofM&M2 NOW $35 Shattered Nations 08/97 $46 X-Com UFO Defense NOW $19 
fommnd & Cnqr W95 NOW $40 History of World NOW $39 SimCity 2000 W95 Nt NOW $47 X-Fire 01/98 $48 
ong of New Wrid Dix NOW $48 Imperialism 09/97 $34 Simlsle NOW $35 Z NOW $43 
COMPUTER GAMES: WAR 
frika Korps NOW $42 Broken Alliance NOW $24 Last Blitzkrieg NOW $44 Steel Panthers 3 11/97 $45 
ge of Sail NOW $42 CincPac Midway NOW $29 Man of War NOW $42 Stl Pnthrs Cmp 1-2ea NOW $16 
\ide de Camp NOW $45 Civil War Generals 11/97 $48 Myth NOW $50 Steel Pnthrs 2Cmp1 NOW $15 
ide de Camp 2 NOW $44 Close Combat W95 NOW $38 Napoleon in Russia NOW $42 Steel Panthers 2 NOW $43 
\merican Civil War NOW $45 Custers Last Commnd NOW $28 Operation Crusader NOW $39 TACOPS NOW $44 
jattle of Bulge NOW $42 East Front NOW $42 Over the Reich NOW $39 Tank Resistance 2024 08/97 $39 
jattlegrnd Gettysburg NOW $32 Fifth Fleet NOW $39 PTO 2 NOW $34 Third Reich NOW $39 
jattlegrnd Antietam NOW $41 Flight Cmmd2MB NOW $19 Pacific General W95 NOW $45 Tigers on the Prowl 2 NOW $42 
jattleground Bull RunNOW $42 Great Battles Alexndr NOW $44 Pacific Tide 10/97 $45 V Victory Bundle NOW $28 
attleground Shiloh NOW $30 Harpoon 2 Deluxe NOW $25 Panthers in Shadows NOW $42 War Inc NOW $46 
attlegrnd Waterloo NOW $32 Harpoon 97 W95 NOW $44 Panzer General 2 11/97 $42 Wargame CS3 Rifles NOW $42 


BOARD GAMES 


\SL Mod Leatherneck NOW $9 Car Wars Deluxe NOW $21 Field Command NOW $30 Samurai Swords NOW $35 
\SL Mod Yanks NOW $27 Central America NOW $19 Fire in the East NOW $58 Sherlock Holmes NOW $20 
‘SL Solo Rules NOW $29 Chancellorsville NOW $34 Geronimo NOW $32 Space Chess 3D NOW $35 
\dvanced Squad Ldr NOW $38 Civil War NOW $19 Great War atSea1 NOW $32 Space Hulk NOW $50 
ige of Renaissance NOW $42 Civilization NOW $29 Hannibal NOW $32 _ Star Fleet Battles NOW $25 
\ir Baron NOW $27 Colonial Diplomacy NOW $42 Harpoon Box Set NOW $41 Stonewall in Valley NOW $29 
\ncient Empires NOW $29 Crisis Korea 1995 NOW $29 History of the World NOW $27 Stratego NOW $14 
\xis & Allies NOW $35 Crisis Sinai 1973 NOW $25 Hobbit Adventure NOW $29 Texas Revolution NOW $18 
xis & Allies Cntri Pwr NOW $30 Days of Decision2 NOW $42 lronclads NOW $32 The '45 NOW $25 
\xis & Allies Max AdvNOW $10 Decision in France NOW $15 Knightmare Chess NOW $13 They Met At Gettysbrg NOW $30 
xis & Ally WW2 Exp NOW $14 Deluxe Diplomacy NOW $42 La Bata de Wavre NOW $22 Third Reich NOW $19 
Tech Compendium NOW $16 Die Hanse NOW $55 Longstreet's Assault NOW $22 Tracks to Telluride NOW $42 
Tech Invading Clans NOW $15 Diplomacy NOW $19 Lords of Sierra Madre NOW $34 Victory at Waterloo NOW $21 
Tech Tactical Hndbk NOW $10 Dragon Lords NOW $29 Magic Realm NOW $23 Victory in Europe NOW $14 
sattles Forgotten War NOW $42 Emperors of Europe NOW $33 Mystical Circle NOW $35 Warhammer 40K NOW $50 
attlespace NOW $26 Empire Builder NOW $25 Necromunda NOW $44 Warhammer Fantasy NOW $50 
Jattletech 4th Ed NOW $19 Empire of Rising Sun NOW $41 Panzerblitz NOW $19 Warhammer Quest NOW $50 
sritannia NOW $19 Enemy atthe Gates NOW $39 Quebec 1759 NOW $22 We the People NOW $29 
yaesar Civil Wars NOW $38 Federation & Empire NOW $38 Rebels & Redcoats 1 NOW $25 World in Flames DIx NOW $90 
yampaign to Stalingrd NOW $29 Feudal NOW $18 Robo Rally NOW $33 Zorndorf NOW $36 
HINT BOOKS 
\ge of Empire 10/97 $16 Descent 2 NOW $14 KQ7:Princeless Bride NOW $17 Pandora Directive NOW $16 
\ir Warrior 2 NOW $16 Diablo NOW $16 Land Lore 2 08/97 $16  Phantasmagoria2 NOW $16 
Jetrayal in Antara NOW $16 Dungeon Keeper NOW $13 Leisure Suit Larry 7 NOW $16 (Quake Secrets NOW $11 
yaesar 2 NOW $16 Dungeon Master2 NOW $16 Lighthouse NOW $16 Rama NOW $16 
rivilization 2 NOW $16 Ecstatica 2 NOW $16 Lords of Realm 2 NOW $16 Rebellion NOW $16 
>&C Red Alert NOW $13 Fade to Black NOW $14 MTG Strats & Scrts NOW $19 Red Baron 2 09/97 $16 
yrusader No RemorseNOW $18 Fantasy RP Gamr Bibl NOW $16 Master of Orion 2 NOW $16 Return to Krondor 11/97 $16 
yrusader: No Regret NOW $18 Final Fantasy 7 09/97 $12 Mech2 Mercenaries NOW $16 Star Control 3 NOW $16 
yyberia 2 NOW $16 Heretic NOW $16 Myst Strategies NOW $12 Timelapse:Ancnt Civil NOW $16 
Jaggerfall Chronicles NOW $19 Heroes ofM&M2 NOW $16 Obsidian Strategies NOW $16  WingCommander4 NOW $9 
Jark Forces 2 NOW $16 Hexen 2 NOW $16 Outlaws NOW $16 X-COM: Apocalypse NOW $16 
COMPUTER GAMES: ARCADE COMPUTER GAMES: TRADITIONAL | 
3D Ultr Pbll Crp Nght NOW $36 Mortal Kombat 3 W95 NOW $22 Boggle 08/97 $38 Monopoly NOW $40 
3D Ultra Pbil Lst Cnt 09/97 $35 Pitfall W95 NOW $28 Brunswick Billiards NOW $24 Monty Pythn Holy Grl NOW $38 
salls of Steel W95 NOW $32 Pro Pinball NOW $37 Chess Wars NOW $38 Pictionary 09/97 $41 
3omberman NOW $40 Pro Pinball Timeshock NOW $28 Chessmstr 5000 W95 NOW $35 Power Chess 98 11/97 $45 
3vs & Btthd Clig Drks NOW $19 Rebel Assault 2 NOW $25 Clue NOW $40 Power Chess W95 NOW $38 
3vs & Btthd Wnr TkesNOW $19 Road Rash W95 NOW $42 Dragon Dice NOW $46 Puzzls of Tribyte W95 NOW $19 
‘ull Tilt Pinball 2 NOW $24 Sonic 3D Blast 08/97 $30 Hong Kong Mahjong NOW $21 Scrabble NOW $19 
loe Blow 10/97 $44 Toh Shin Den NOW $27 Hoyle Board Games 09/97 $29 Shanghaii 98 10/97 $39 
_ast Bronx 09/97 $39 Virtua Fighter 2 NOW $39 Hoyle Casino 98 11/97 $29 Vegas Games 95 W95NOW $19 
_ooney Labyrinth Pbll NOW $29 WWF Wrestling 3D 12/97 $48 Magic Gathering W95 NOW $37 Virtual Pool W95 NOW $40 
Vinty Pythns Wst TmeNOW $32 WWF-In Your House NOW $40 Mnty Pythn Mng Life 10/97 $45 Yoda Stories NOW $19 
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‘IF-22 RAPTOR’ The 
most lethal jet fighter ever 
designed. Combining 
advanced stealth capabili- 
ties with superior dog- 
fighting and air-to-ground 
strike capability, you will 
nnn §AOMingte the skies of the 
21st century. You will soar over more than 160,000 square 
miles of photorealistic terrain. Strap yourself into an active 
cockpit where everything you see, every switch and button 


actually works, where you can simply click on the controls, ey 


right there on the screen 
Interactive Magic (Simulation) 
Release Date: 07/97 PC CD $49 


‘ECSTATICA II’ Your desperate struggle against the forces 
of chaos will pit you against a relentless enemy in a world 
of magic, mysterious traps and diabolical danger. You'll 
need wits, cunning and expert swordsmanship to defeat 
the evil nemesis. Let's hope you don’t pass out at the sight 
of blood. 

Psygnosis (Adventure) 
Release Date:NOW PC CD $47 


‘IMPERIALISM’ is a multifaceted resource manage- 
ment strategy game set in a fictional 19th century, 
Earth-like world. In order to achieve victory, you must 
develop your country’s infrastructure and by clever 
economic, diplomatic and military resources, maneu- 
ver your position of dominance. 

SSI (Strategy) 

Release Date: 09/97 PC CD $42 


‘DESCENT TO UNDERMOUNTAIN’ With a visit from a 
stranger from the future, many characters are now devel- 
Oping in the cracks and under the rocks of ancient caves. 
Move through an new world of 3D with 360 degree move- 
ment. 
Interplay (Roleplaying) 

Release Date: NOW PC CD $46 


‘SHADOW WARRIOR’ The silent assassin will 
emerge by the light of his Uzi. Bodies will drop, 
Spent cartridges will fall. The Yin of Death and the 
Yang of Life balance in the hands of one sick ninja 
puppy. Meditate, annihilate, mutilate, detonate. 
GT Interactive (Action) 

Release Date: 08/97 PC CD $49 


‘AXIS & ALLIES’ Decide the fate of a nation 
and the destiny of the world. The Balkans 
have fallen. Pearl Harbor has been attacked. 
Wake Island is in Japanese hands and 
Rommel has the British on the run! 

Milton Bradley 

Release Date: NOW BG $33 


“DIE HANSE’ Sail across the length of Medieval 
Europe as a merchant of the Hanseatic League, 
vying to be the first to fill your house with valu- 
able goods. As you battle the North Sea, you 
encounter pirates and blockades as you make 
your way home. English translation included. 
Mayfair Games 

Release Date: NOW BG $55 


‘LANDS OF LORE Il’ You are Luther, cursed son of the 
Sorceress of Darkness, exploring treacherous lands in 
search of ancient magic, a super power that will release 
you from your vile birthright. 

Virgin (Roleplaying) 

Release Date: 08/97 PC CD $48 


‘TWINSEN’S ODYSSEY’ involves travel not 
only to Twinsen’s home world, under attack 
by the Esmer aliens, but off to Twinsun’s 
moon and beyond. Twinsen’s job, as Grand 
Poobah of Twinsun magic, is to stop the 
Esmers, save the children, save the magic 
and make Twinsun safe. 

Activision (Adventure) 

Release Date: NOW PC CD $46 


‘DARK FORCES JEDI KNIGHT’ !n your serach for 
the man who murdered your father, you go to the 
Valley of the Jedi, where 1000's of Jedi are 
trapped. You can fight as a Jedi or embrace the 
Dark Side. Which ever role you choose, you will 
need all the Power of the Force yaou can summon, 
when you encounter the seven Dark Jedi. 
LucasArts (Action) 

Release Date:NOW PC CD $53 


cp) 1c ega7D1 


CHIPS & BITSinc. 


POB 234 DEPT 10910 ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


688] HUNTER/KILLER’ Immerse yourself in the life and death 
pressure of an authentic 688(l) Los Angeles Class Nuclear 
Submarine. Learn to develop real target solutions and outfit your 
boat with the latest advanced weaponry. Use your skills to com- 
plete your tour of duty and your dolphins to become a true sub- 
mariner. 

Electronic Arts (Simulation) 


Release Date: NOW PC CD $45 


“BETRAYAL IN ANTARA’ An empire over time has 

fallen pry to corruption and decay. Today a well- 

meaning Emperor faces a crumbling infrastructure 

where bribery, intrigue, nepotism, deceit and 
assassination run rampant. 

Sierra (Roleplaying) 

Release Date: NOW PC CD $48 


‘BIRTHRIGHT’ You are the leader of your own kingdom and 
domain. It's up to you to wage war or preserve peace. At a single 
command, armies march and kingdoms fall. With the blood abil- 
ities of a born king, you command heroes, wizards and might 
armies. But will it be enough? 

Sierra (Strategy) 
Release Date: NOW CD $29 


‘THRUSTMASTER F-22 PRO’ With a powder coated 

metal base, glass filled ABS handle, metal gimbal 

mechanism, and heavy gauge spring tension, the F- 

22 PRO gives you the edge you need in advanced 
tactical warfare. 

Thrustmaster (Hardware) 

Release Date: NOW PC $128 


‘THRUSTMASTER DRIVING CONTROL SYSTEM’ Experience the 
thrill of real racing action with the Formula T2 controls. This console 
includes a steering wheel, shifter, two dash buttons, and a separate 
gas and break pedal unit. 

Thrustmaster (Hardware) 
Release Date: NOW PC $108 


‘FRONT PAGE SPORTS: GOLF’ From the beauty of the 
greens and the fairway, painstakingly recreated down 
to each club house, tree and break in the green, to the 
true-to-life movements of the 3D golfer, you will be 
immersed in a completely realistic golf environment. 
Sierra (Sports) 

Release Date: NOW PC CD $48 


‘FALLOUT’ Set in the aftermath of a world-wide nuclear 
war, itis your challenge to survive, aS a person who has 
grown up in a secluded, underground survival vault. 
Circumstances force you outside, to a strange world of 
mutants, radiation, gangs and violence. 

interplay (Roleplaying) 
Release Date: 07/97 PC CD $48 


‘ALL NIGHT LONG’ Over a 1,000 original never 
before published images. All are full screen, full 
color, all different. Beautiful women and couples 
engaging in explicit sex captured on the sets of 
over 50 adult motion pictures. Viewer with thumb- 
nail menu. slide show features. 
Tour de Force (Adult) 
Release Date: NOW PC CD $16 


‘FANTASCENES’ Create countless personal visual fantasies 
with five of the most beautiful women in the world! Bring 
your imagination to life, from hours of interaction with these 
sensual, lustful ladies. 


Digital Playground (Adult) 
Release Date: NOW CD $34 


‘ROOM FOR RENT’ Enter the realm of neurospace. 
Visit these lovely girls while you attempt to rent a room 
from them. Watch them lounge around the pool. You 
will never look at renting a room the same way again! 

Paradigm Software (Adult) 
Release Date: NOW PC CD $32 


‘ROMSOFT 6 PACK’ Double 
Down, Doors of Passion 2, 
Sensuous Girls in 3D, Massive 
Melons, Touch Me, Feel Me and 
Private Screenings are what 
you'll get in this sexy 6 pack! 
Romsoft (Adult) 
Release Date: NOW PC 6-CD $32 


COMPUTER GAMES: SIMULATION 


SPLUS897P2 


TITLE RELEASE PRICE TITLE RELEASE PRice TITLE RELEASE PRICE TITLE RELEASE PRI 
1943 Euro Air War 08/97 $44 Dreadnaught W95 09/97 $42 Jetfighter 3 Mission NOW $25 Sand Warriors 08/97 $¢ 
688i Hunter Killer NOW $45 Earthsiege 3 11/97 $49 M1A2 Abrams W95 NOW $41 Scrmn Demns Europe 10/97 $+ 
ACS Navy Fightrs Gid NOW $34 F-22 Lightning 2 NOW $39 MechWarrior 2 NOW $46 Sierra Pro Pilot W95 08/97 $ 
AH-1 08/97 $47 F16 Fightng Falcon 08/97 $48 MechWarrior 3 12/97 $52 Silent Hunter NOW & 
AH-64D Longbow Gid NOW $46 FA 18 Hornet3W95 NOW $44 Mechwrrior Mercnries NOW $48 Silnt Huntr Patrl 1-2ea NOW $ 
AH64 Flash Pnt Korea NOW $25 FPS Fly Fishing 10/97 $48 Microsoft FS 6W95 NOW $53 — Stealth Reaper 2020 09/97 & 
ATF Nato Fighters NOW $22 Falcon 4.0 08/97 $52 Mig Alley 11/97 $46  SuperEF2000W95 NOW 
Aces: X-Fighters W9511/97 $49 Falcon Gold NOW $29 Monstr Trck Mdnss NOW $40 SuperMotocross 09/97 & 
Air Cmbt Nvy Ftrs 97 NOW $45 Fighter Duel 2W95 08/97 $39 Muzzle Velocity NOW $48 _ TFX: X-22 10/97 $ 
Air Combt Pacific Gid NOW $34 Flight Unlimited 2 08/97 $44 Mwarrior 2 Battlepk NOW $42 The Condemned 09/97 $ 
Air Warrior 2 W95 NOW $43 Flying Corp NOW $41 Nascar Racing 2 NOW $39 The Darkening NOW $ 
Apache NOW $19 Flying Nightmares 2 08/97 $42 Nascar Racng 2 Mngr 11/97 $25 Thunder Truck Rally NOW $$ 
Archimedean Dynsty NOW $26 Great Naval Battles 4 NOW $34 Need for Speed 2 NOW $46 Touring Car 08/97 $ 
Army Air Corps 42 11/97 $48 Harrier 2020 08/97 $45 Nscr Reng 2 Bsch Srs 11/97 $30 — Trophy Bass 2 NOW &$ 
Comanche 3 NOW $39 Heavy Gear 10/97 $49 Off-Road Racing 10/97 $48 Trophy Bass 2Exp PkNOW $ 
Dare Devil Derby NOW $34 Hind Helicopter NOW $44 Red Baron2W95 09/97 $49 WingCommander4 NOW $ 
Darklight Conflict NOW $42 Indy Car Reng 2W95 NOW $26 SU-27 Flanker 2 11/97 $46 Wing Commander5 08/97 $: 
Daytona USA Dlx NOW $42 Interstate 77 10/97 $48 SU-27 Flankr Msn #1 NOW $15 ~~ Wrecking Crew 09/97 $ 
Descnt 2:Infnte Abyss NOW $43 Interstate 76 NOW $44 SWIV NOW $44 X-Wng V Tie Fghter NOW $&:! 
Destruction Derby 2 NOW $43 Jet Fighter 3 NOW $39 SabrAce 09/97 $48 _ iF-22 Raptor NOW $ 
COMPUTER GAMES: 3D ACTION 

Blood NOW $46 Duke Nukm 3D Pit Pk NOW $26 Meat Puppets NOW $45 Star Trek Genrtions NOW $ 
Colliderz W95 08/97 $40 Freelancer 11/97 $44 Normandy 97 09/97 $36 The Fallen NOW §¢ 
Critical Depth 09/97 $48 Gatherer 10/97 $42 Prey NOW $50 ~~ Tomb Raider NOW $ 
Crusader No RemorseNOW $26 Golgotha 09/97 $48 Quake NOW $53 — Tomb Raider 2 09/97 § 
Crusader:No Regret NOW $34 Heretic Shad Serp Rdr NOW $37 Quake 2 12/97 $54 Total Annihilation 09/97 § 
Dark Frees 2 Jedi NOW $53 Hexen 2 08/97 $49 Quake Mssn Pk 1-2ea NOW $29  Trespassr Jrssic Park 12/97 § 
Defiance 10/97 $40 Hexen W95 NOW $21 Redneck Rampage NOW $46 Turok Dinosr Huntr 2 12/97 § 
Doom 2 W95 NOW $26 Jungle Bots 11/97 $38 Ruins NOW $48 Unreal 08/97 § 
Duke Nukem 3D NOW $33 MDK NOW $45 Shadow Warrior 08/97 $49 Wreckin Crew 09/97 § 
Duke Nukem 3D AtmcNOW $46 Master Levels Doom 2 NOW $25 SkyNET NOW $39 XS NOW 4 
| COMPUTER GAMES: SPORTS 
3D Ultra Mini Golf NOW $42 Fron Pge Fball 97 NOW $38 Links Pro 386 NOW $19 PGA Tr 96 Spnsh Bay NOW $ 
Adidas Power Soccer NOW $32 Front Pg Baseball NOW $35 Madden Football97 NOW $45 PGA Tr 96 Wentworth NOW § 
British Open Golf NOW $43 Gone Fishin NOW $29 Micrleague Basebll6 NOW $34 PGA Tour Golf 96 W95NOW  $ 
Crush! Deluxe NOW $44 Grand Slam ‘97 W95 NOW $43 NBA Live 97 NOW $45 PGATourGolfGold NOW §¢ 
Extreme Street Hocky NOW $42 Hard Ball 5 Enhanced NOW $19 NCAA Bball Final4 97 NOW $40 PGA Tour ProW95 NOW $ 
FIFA Soccer 97 NOW $45 Hooves Thunder W95 NOW $35 NCAA Champ Bsktbll NOW $38 Pro Golf 09/97 ¢ 
FPS Baseball 98 NOW $28 HyperBlade NOW $40 NFL QB Club 98 08/97 $46 Ten Pin Alley W95 NOW §$ 
FPS Football 98 10/97 $29 Jack Nicklaus Golf 97 NOW $46 NHL Hockey 97 NOW $46 Triple Play 98 NOW $4 
FPS Golf Add-On 11/97 $29 Legends FB 97 W95 NOW $43 NHL Power Play 98 09/97 $48 World Series BBall 98 07/98 § 
Frnt Pge Sprts Skiing 10/97 $47 Links LS Oakind Hills NOW $19 PBA Bowling 2 NOW $35 Worldwide Soccer 98 NOW $ 
Frnt Pge Spts Gif Bnd NOW $48 Links Pro Devils Isle NOW $19 PGA Tr 96 Sawgrass NOW $19  WridCup Golf Dr Bch NOW $ 
COMPUTER GAMES: HARDWARE 
3D Magic Accelerator NOW $126 CH Flight Stick Pro NOW $50 Gravis PC Game Pad NOW $19 TM F22 Pro NOW $1 
3D Spex NOW $79 CH Force FX NOW $169 Gravs PC Gamepd Pro NOW $27 TM FLC F16 System NOW $1 
Altc ACS55 Spker Sys NOW $152 CH Game Card 3 AutoNOW $26 Joyswitch NOW $42 TMFlightContrPro NOW $ 
Assassin 3D Contllr NOW $65 CH Jane's Combt Stck NOW $71 Lgitch WngMn Wrrior NOW $85 TM GP1 NOW $ 
Assassn 3D W/ Wngm NOW $99 CH PC Gamepad NOW $19 Msoft Sidwndr Pro Pd NOW $39 TM Game Card NOW $ 
Audio Ref 30A Spkrs NOW $172 CH Pro Pedals NOW $80 Sound Blaster 16 Val NOW $95 TM Phazer Pad NOW $ 
Bell Off Chc 33.6 F/M NOW $92 CH Pro Throttle NOW $102 Sound Blastr 32 PNP NOW $152 TM Rudder Contr Sys NOW $ 
Bell Off Chc 33.6 Vce NOW $110 CH Virtual Pilot Pro NOW $75 Sound Blastr 64 AWE NOW $179 TM Wiz Pinball Cntrl NOW $ 
CH F16 Combatstick NOW $60 Gravis GriP Controllr NOW $85 Space Orb 360 NOW $75 TM X-Fighter Jystck NOW $ 
CH F16 Fighterstick NOW $100 Gravis GriP Pad 2 Pak NOW $24 TM Driving Contrl T2 NOW $108 — VFX1 Virt Realty HG NOW $8 
CH F16 Flightstick NOW $35 Gravis Grp Stnd Alne NOW $69 TM F16 TQS NOW $108  VerbalCommander NOW $ 
L COMPUTER GAMES: ADULT 

INTERACTIVE INTERACTIVE MOTION MOTION 
2069 Orient! Sex Odys NOW $50 Penthouse IA 4 NOW $39 101 Sex Positions NOW $24 Select a Pet 2 NOW $ 
Alleycats NOW $39 Penthouse IA 6 NOW $39 Asia X NOW $29 Sex in Public Places NOW $ 
Asians in Wonderland NOW $39 Pleasure Zones NOW $29 Asian Silk NOW $16 Southern Beauties 2 NOW $ 
Buster Cherry NOW $45 Porn Mania NOW $29 Babes Illustratd 2 NOW $19 Swedish Erotica NOW $ 
Car Wash Angels NOW $36 Porno Poker NOW $36 Bangkok Nights NOW $19 — Tokyo Nightlife NOW $ 
Circus NOW $24 Porntris NOW $24 Black Book NOW $34 — Tokyo Nymphs NOW $ 
Club Caterina NOW $19 Private Investigator NOW $49 Blond Justice 3 NOW $16 — Twin Angels 2 NOW $ 
Crystal Fantasy NOW $34 Private Prison NOW $44 Bonnie and Clyde NOW $12 — Twins Party NOW $ 
CyberXperience NOW $29 Samurai Pervert 2 NOW $64 Borderline NOW $19 Urotsukidoji Pft Col NOW §$ 
Diva X Ariana NOW $38 Sex Castle NOW $29 Casting Call 2 NOW $36 Venus 5 2 NOW $ 
Diva X Rebecca NOW $39 Sex TV 2 NOW $25 Christy Inthe Wild NOW $14 Virgins Vol 3 NOW $ 
Dream Machine2 NOW $49 _ Sex With Jena NOW $49  Cyberotica 2 NOW $25 STILLS 
Duke Screw'em NOW $46  Shock:The Game NOW $49  DangerousGames NOW $18 Adult Image Library 2 NOW $ 
Eros 3 NOW $24 — Space Sirens NOW $34 Deep Throat Girls5 NOW $25 Amateur Models NOW $ 
Fantascenes NOW $34 — Space Sirens 2 NOW $34 Deep ThrtGris4Pk NOW $49 Amateur Photo Gallery NOW 
Fantascenes Anal NOW $39 _ Strip Fighter NOW $40 Dirty Debutnt6Pk NOW $44 Asian Pearls 2 NOW $ 
Fun House NOW $39 Strip PokerPro2 NOW $39 _ Dirty Western 2 NOW $25 Asian Pearls 3 NOW $ 
Girlfriend Donna NOW $49 Strip Tease NOW $19 From Asia With Love NOW $15 — Bankok Beauties NOW §$ 
Girlfriend Tracy NOW $39 Texas TableDance NOW $24 _ Geisha's Secrets NOW $12  BeverlyHICallGris NOW $ 
Hot Leather 2 NOW $25 Time Warp NOW $44 Heidi's Girls Exposed NOW $19 — Busty Babes 3 NOW $ 
Hot Slots NOW $37 Ultra Vixen NOW $49 Hist Of Blue Movie NOW $15 Busty Babes 4 NOW $ 
Interact Seymore Bt2 NOW $49 ~~ VCA6-Pack NOW $39 In Defense of Savanah NOW $16 Celebrity Nudes NOW $ 
Japan Interactive NOW $46  VCA's Sex NOW $29 Jade Palace NOW $19  Domin-A-Trix 2 Now $ 
Latex NOW $44 Vampire's Kiss NOW $36 — Kama Sutra NOW $24 Japanese Pearls W95 NOW $ 
Lust Connection NOW $39 Venus Playhouse NOW $29 ~ LaBlueGriScrnSvr NOW $25 Latin Lust NOW $ 
Maddams Family NOW $19 Virtual GoldenEye NOW $44 Max Domintn & Fetsh NOW $35 — Ropes & Chains NOW § 
Nasty Parts NOW $29 Virtual Sex 2 NOW $39 Mystique Orient2 NOW $24 Secret Treas Japan NOW § 
Net Erotique NOW $29  VirtualSexShoot NOW $44  NewMachine6Pk NOW $42 Shaved Pink NOW § 
Nightwatch Int3. NOW $46 Virtual Valerie 2 NOW $36 Oriental X-Press NOW $22 Tabloid Beauties © NOW § 
Oriental Ecst Exposed NOW $36 Virtual Veronica NOW $48  Racquellein Wild NOW $24 _ Thai Bondage NOW § 
Outpost 69 NOW $40 Virtual Victor NOW $42  Romsoft Six Pack NOW $36 Tokyo Glamour Girls NOW $ 
Passion Poker NOW $29 Virtually Yours 2 NOW $39  RomsoftSixPk2 NOW $29 _ Village Collection NOW § 
Penetration NOW $16 Zoom NOW $36 Room for Rent Now $29 _ Visions of Erotica NOW § 
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Open 24 Hours 


‘EXTREME ASSAULT’ puts you at the controls 
TiTte RELEASE PRICE Titte RELEASE PRIcE Tite RELEASE PRICE TITLe RELEASE PRrice of a powerful attack helicopter. Maneuver into 
10th Planet 11/97 $48 Curly's Adventure 08/97 $45 Myst 2 NOW $52 Shivers 2 W95 NOW $48 position over a military convoy. Your aircraft is 
7th Guest 211th Hr NOW $29 Curse of Monkey Isle NOW $48 Nemesis NOW $44 Siege of Stormhaven 10/97 $48 rocked by hostile fire from an enemy helicopter. 
7th Guest 2 W95 NOW $29 Dark Rift NOW $34 Netstorm 10/97 $48 — Sign of the Sun 11/97 $34 Do you have what it takes to survive against this 
7th Guest W95 NOW $23 Dawn of Darkness NOW $44 Neverhood NOW $50 Simon Sorceror2 NOW $40 and other seemingly insurmountable odds? 
Abe's Odysee 08/97 $42 Death Trap Dungeon 09/97 $44 Noir NOW $43 Sin 02/98 $49 Bluebyte (Simulation) 
Aden Quest W95 01/98 $43 Demon lsle 10/97 $48 Outlaws W95 NOW $48 — Soul Trap NOW $34 Release Date: NOWCD$45 | | j | =i ee 
Adrenix Crisis 11/97 $45 Discworld 2 NOW $44 Pandemonium NOW $50 Space Quest3000 NOW $45 ' 
Advntres on Lego Isle NOW $35 Ecstatica 2 NOW $47 Pandora Directive NOW $46 = StarTrek Voyager 11/97 $48 ULTIMA ONLINE allows literally thousands of peo- 
Albion NOW $19 Excalibur 2555 09/97 $48  Phantasmagoria2 NOW $54 Star TrkStrFit Acad NOW $55 ple to exist simultaneously in the same fantasy game 
Alone in Dark Trilogy NOW $25 Fable NOW $45 Plague 09/97 $42 Surreal W95 08/97 $42 world over the Internet. Engage in battles with other 
Atlantis NOW $40 Gabriel Knight2 | NOW $40 _ Planetfall W95 NOW $44  TheLast Express NOW $39 players, take on perilous quests or chat in a tavern 
Azraels Tear NOW $39 Half Life W95 10/97 $48 Principles of Fear 09/97 $47 ‘The Trial NOW $44 over a goblet of virtual wine. Pre-order now and 
Beavis Butthd Virt St NOW $31 Hunter Hunted W95 NOW $45 Quest forGlory5 12/97 $47 __ Time Warriors NOW $26 receive free map, print and keychain. 
Black Dahlia NOW $49  Huygen’s Disclosure NOW $33 Rama NOW $39  TimeLapse Anc Civil NOW $40 Origin (Roleplaying) 
Blade Runner 10/97 $48 Incr Shrinking Hero NOW $43  Redguard 10/97 $54 Titanic Jrny Out Time NOW $44 Release Date: NOW PC CD $42 
Blue Heat NOW $43 Journeyman Projct 3 01/98 $48 Return to Krondor 01/98 $45 Tone Rebellion 09/97 $52 
Byzantine NOW $46 Kings Quest 8 12/97 $48 — Reverence 08/97 $43  Twinsen’s Odyssey 08/97 $46 ‘DARK REIGN’ In the 27th century, the Imperium with control 
Callahns Crstm Sloon NOW $42 Leisure Suit Larry7 NOW $48 _ Rivers of Dawn NOW $41 Warcraft Lord of Cins 11/97 $46 of precious water resources commands the fate of a 1,000 
Captives 08/97 $44 — Magic of Xanth NOW $42  SQ6 Spinal Frontier NOW $25 Zork: Grnd Inquisitor 10/97 $50 worlds. Played in real time, the Freedom Guard attempts to 
Companions of Xanth NOW $16 Metal Works NOW $38  SWAT2 10/97 $47 — Zork:Nemesis NOW $53 break the Imperium’s grip on the galaxy and the water supply. 


Activision (Strategy) 
Release Date: NOW PC CD $48 


Anvil of Dawn NOW $19 Dark Sun Online W95 NOW $15 Lgcy of Kain Bld Omn 08/97 $48 Star Trk TNGFni Unty NOW $46 : : 

Arena Deluxe NOW $47 _ Diablo NOW $37  Mageslayer 09/97 $39  Stonekeep NOW $24 ARMORED FIST 2’ Experience ground combat 

Battlespire 09/97 $49 Die Bythe Sword NOW $48 Meridian59W95 NOW $19 Terracide 08/97 $42 as the Army's newest tanks tear across 3D Voxel 

Betrayal in Antara NOW $47 Dragon Lore 2 NOW $39 Might & Magic Vi 11/97 $47 — Ultima 7 Series NOW $15 Space where the SErISE of realism and accuracy 

Buccaneer 09/97 $46 Elder Scrolis2 NOW $56 Of Light & Darkness NOW $48 Ultima 8 Pagan NOW $15 will not be duplicated. Sit in on live action mis- 

Champions of Krynn NOW $16 Elder Scrils Morrwind 02/98 $54 Realms of Hauntng NOW $54 ~ Ultima9 Ascension 03/98 $52 sion briefings and actual footage of armored 

Cobra Mission NOW $29 — FRDsent to Undrmtn 08/97 $46 __Riftwar Legacy NOW $19 — Ultima Online NOW $42 vehicles, 

Curse of Azure Bonds NOW $16 Fallout NOW $48 Rims Ark Shadow Rva NOW $43 ~~ Ultima Underworld2 NOW $9 Novalogic (Simulation 

Cyclones NOW $24 Lands Lre Grdns Dest 08/97 $48 Sacred Pools NOW $48 Ultima Undrwid1&2NOW $15 Release Date: NOW PC CD $49 . 8 

Dark Project 11/97 $49 Lands of Lore NOW $25 Serpent's Kiss NOW $43 Wizardry Gold W95 NOW $25 ‘PAX IMPERIA 2’ Control every aspect of a dietlisatiant ane 
nomics, research, espionage, exploration and diplomacy. 
Build a fleet of mighty warships or quietly establish econom- 

AD&D Core Rules CD NOW $54 Call of Cthulhu NOW $18 GURPS Rulebook NOW $20 Once UponaTime NOW $14 ic dominion, the universe is yours to conquer. 

AD&D Combt & Tact NOW $17 Cthulhu Live NOW $15 GURPS Goblins NOW $18 Paranoia Fifth Ed NOW $20 THQ (Strategy) 

AD&D DM Guide NOW $16 Castle Falkenstein NOW $19 GURPS Vehicles NOW $16 Pendragon 4thEd. NOW $19 Release Date: NOW PC CD $48 

AD&D Monstr Manual NOW $20 Changeling NOW $21 GURPS Warehouse 23 NOW $15 Psychosis Ship Fools NOW $13 

AD&D Player Handbk NOW $20 Chill NOW $19  HarnWorld 2ndEd. NOW $15 — Robotech Invid Invsn NOW $11 ‘CONQUEST EARTH’ You must fight for the Earth, 

AD&D Skill & Powers NOW $17 — Conspiracy X NOW $20 — HarnPlayer NOW $15 — Robotech NOW $11 warding off the unexpected attack by a superior alien 

AD&D Spells & Magic NOW $19 Cyberpunk 2020 NOW $17 Heavy Gear NOW $25 Robotech Sentinels NOW $14 race, on land, sea and air and deploy them into com- 

AD&D Chretr Gen DiceNOW $6 Celestial Dice Mars NOW $5 In Nomine NOW $25 Robotech Zentaedi NOW $7 bat, launching missiles, satellites and sir purifiers to | 

AD&D DM Screen NOW $6 Celestial Dice Mercry NOW $5 In Nomine GM Pack NOW $13  RuneQuest 4thEd. NOW $19 dissolve the poisonous sulphur clouds threatening || 

AD&D Sea Devils NOW $17 Celestial Dice Pluto NOW $5 In Nomine Limited Ed NOW $28 — Senzar NOW $21 to pollute your land. ; 

AD&D World Bidr Gde NOW $17 Celestial Dice Terra. NOW $5 MERP2AccessryPck NOW $14 Shadowrun 2nd Ed. NOW $20 Eidos (Strategy) i 

AD&D Birthrght NOW $25 Celestial Dice Uranus NOW $5  MERP2Softcover NOW $17 Skyrealms Jorune NOW $17 Release Date: NOW PC CD $44 t STAR CONTROL 3 

AD&D Dark Sun NOW $25 Celestial Dice Venus NOW 5 Macross 2 NOW $11 Species NOW $21 ce: ' 

AD&D Forgn Rims NOW $25 Dragonlance 5th Age NOW $21 Mage 2nd Ed NOW $21 StarWars Revised NOW $25 , ‘ | ; 

AD&D Planescape NOW $25 Earthdawn NOW $25 Mage Chronicles 1 NOW $19 _ Traveller Aliens NOW $18 can ns 3 The eat . the universe mene 

AD&D Ravenloft NOW $25 Earthdawn Companion NOW $15 Mage Tarot Deck NOW $21 Traveller Starships NOW $18 aoe re . ts oe ae ' 

Albedo NOW $18 Fading Suns NOW $22 Mechwarrior NOW $13 Traveller NOW $24 : 

Albedo Bonus Pack NOW $30 Fantasy Earth NOW $12 Millenium's End2.0 NOW $17 Vampire Dark Ages NOW $24 seas hundreds of planets. 

Ars Magica 4th Ed NOW $26 GURPS Aliens NOW $14 Mutation NOW $30 Vampire 2nd Ed. NOW $24 Release Date: NOW PC CD $28 

Ars Magica Faeries NOW $15 GURPS Autoduel NOW $15 Nephilim NOW $18 Werewolf NOW $24 F 

Ars Magica Shaman NOW $10 GURPS Compendium NOW $18 Nightspawn NOW $16 Witchcraft NOW $20 

Bubblegum Crisis NOW $20 GURPS Compndium2 NOW $18 Of Gods And Men NOW $22 Wraith NOW §$24 ‘STAR WARS’ This roleplaying game plunges you 
into the breakneck thrills and pulse-pounding 
excitement of the greatest space fantasy of all 

Battletech Booster NOW $2 MTGChroniclesBP NOW $1 Monty PythonSD NOW $9 _ StarTrekNGQ-ContinNOW $2 time! Face overwhelming odds and impossible 

Battletech Starter NOW $8 MTG Mirage BP NOW $2 Monty PythonBP NOW $3 __ Star Trek Starter NOW $8 challenges. May the force be with you! 

Dixie: Bull Run 1861 NOW $6 MTG Mirage SD NOW $8 On the Edge BP NOW $1 StarTrek TNGSD NOW $7 West End Games 

Dr Who Booster NOW $2 MTG Visions NOW $2 On the Edge SD NOW $3 __ Star Wars BP NOW $2 Release Date: NOW RPG $21 

Dr Who Starter NOW $8 MTG BP Homelands NOW $1 SimCity BP Ltd Ed. NOW $1 Star Wrs Emp Strk BKNOW $2 i 

Great Dalmuti NOW $5 MTG BP Fallen Empir NOW 1 SimCity SD Ltd. Ed. NOW $5 Star Wars SD NOW $7 as 

Illuminati BP NOW §$2 Middle Earth Dragons BPNOW $2 Star Trek Booster NOW $2  TankCommanderSD NOW $5 ~ 

liluminati SD NOW $8 Middle Earth Drk Min NOW $2 StarTrek NG Alt Univ NOW $2 WyvernSDLtdEd NOW $2 ‘MAGIC THE GATHERING STH EDITION’ This deck contains 

MTG 5th Ed BP NOW $2 Middle Earth Wizrd BPNOW $3 Star TrekNGBP NOW $2 X-Files NOW $2 60 tradable game cards, randomly assorted, plus a rule 

MIGS5thEdSD NOW §$7  Mddle Earth Wizrd SD NOW $9 Str TrkNGHdeck AdVNOW $2 X-Files NOW $9 book. Each player must have a deck. This deck may be 
enhanced with more cards sold in booster packs. = 
Wizards of the Coast : 

Breath of Fire3 09/97 $54 Ogre Battle NOW $49 3D Baseball NOW $52 Lunacy NOW $49 Release Date: NOW CG $7 SF 

Bushido Blade 09/97 $50 Over Blood NOW $46 4x4 Gears & Guts NOW $51 Lunar Directors Cut 09/97 $46 Zz 

C&C Red Alert 10/97 $49 PGA Tour '97 NOW $50 Andretti Racing 97 NOW $48 °&# Marvel Super Heroes NOW $52 ‘THE LOST WORLD: JURASSIC PARK’ Take on the rw . 

D & D Collection 08/97 $49 Power Slave NOW $46 Baku Baku NOW $36 Mechwarrior 2 NOW $46 role of a compsognathus, velociraptor, t-rex, or a . ) 

Dark Forces NOW $49 Psychic Force NOW $44 Battle Monsters NOW $34 NBA Live 97 NOW $49 couple of humans, as you make your way through ef 

Destruction Derby 2 NOW $49 RayMan 2 NOW $52 Battle Sport NOW $36 NFL Qtr Back Club ‘97NOW $39 94 different environments and battle the carnivo- j 

Diablo 11/97 $54 Resident Evil 2 11/97 $52 Battlestations NOW $46 NHL Breakaway ‘98 10/97 $49 rous inhabitants of the The Lost World. { 

FIFA Soccer '97 NOW $49  Revelations:Persona NOW $54 Blast Chamber NOW $49 PanzerDragoon2 NOW $36 Sega (Adventure v) 

Final Fantasy Tactics 01/98 $56 Shadow Warrior 08/97 $54 Blazing Dragons NOW $29 Propaganda 02/98 $54 Release Date: 08/97 SAT $46 ti 

Final Fantasy VII 09/97 $72 Silver Load NOW $44 Blazing Heroes NOW $59 QAD NOW $49 

Grand Theft Auto NOW $51 Soul Blade NOW $45 Command & Conquer NOW $52 Quake 08/97 $54 ‘SYNDICATE WARS’ Your trench coat enforcers break into 

Jet Moto NOW $44 Suikoden NOW $46 Contra:Legacy of War NOW $46 __ Resident Evil 08/97 $52 a room, ventilating any opposition and “persuading” useful 

Kings Field 2 NOW $51 Syndicate Wars NOW $44 Dark Savior NOW $54 _~ Robotica NOW $29 people to join the Syndicate. Alien artifacts are found, and 

Madden Football97 NOW $54 Tecmo Deception NOW $49 Daytona USA NOW $49 — Saturn Net Link NOW $199 the Church of the New Epoch rises against the system. No 

Mechwarrior 2 NOW $49 Tekken 3 01/98 $54 Diablo 11/97 $54  Shadoan 09/97 $50 matter which side you are on, it will take all that you are to 

NAMCO Museum3 NOW $44 Toh Shin Den 3 NOW $46 Dragon Force NOW $48 — Soviet Strike NOW $49 take and retain control. 

NFL Game Day97_ NOW $50 Tomb Raider 2 11/97 $54 Fighters Megamix NOW $54 _ True Pinball NOW $39 Electronic Arts (Strategy) 

NHL Powerplay '98 09/97 $49 Vandal Hearts NOW $46 Herc's Adventures NOW $52 Virtua Cop 2 NOW $44 Release Date: NOW PSX $44 

Need for Speed 2 NOW $44 Warcraft 2 NOW $44 lronman/XO NOW $50 WWF:Inthe House NOW $50 

Obsidian NOW $52 Wing Commander 4 NOW $46 Legend of Oasis NOW $46 Worldwide Soccer2 NOW $46 
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The Hangar 


Confirmed Kill: Is it real or is it vaporware? 


‘Il admit that my favorite computer 
‘ activity is playing WWII on-line air com- 
bat games. I'll also admit that | have yet 
to find the one that really makes me feel as 
if I’m flying the fighters of my boyhood 
dreams. That's why, like so many other 
gamers, I've eagerly awaited Eidos’ 
Confirmed Kill. Hope springs eternal: maybe 
this is “The One”? 

My similarly afflicted gamer-brother asked 
me to help take his Vultee BT-13 trainer round- 
trip from San Francisco to the Nellis Air Force 
Base airshow in mid-April. | accepted immedi- 
ately and realized this would also be a great 
chance to drop in on Eidos and determine the 
status of the long-awaited online project. 

Although they were in the middle of a 
move to new, larger office space, the Eidos 
team was more than eager to show off their 
progress. Confirmed Kill does exist and is 
very close to a public beta. The current ten- 
tative schedule for the beta is August of 
1997. Bryan Walker, simulations producer for 
Eidos, talked at length about the delay in 
the game’s release and their plans for it. 

According to Walker, the largest obstacles 
to release have been Windows 95 related. For 
most of the development period, the DirectX 
and Direct3D code from Microsoft has not, in 
Eidos’ view, been solid enough to develop 
and support a high-end flight simulation. The 
result was “temporary” programming while 
they waited for better code. DirectX 3A 
arrived in early ‘97; its improvements allowed 
programming to progress beyond “proof of 
concept” work. In 
April, the DirectX 
5 beta arrived, 
and Eidos feels 
that this version 
meets their mini- 
mum require- 
ments — there are 
clear improve- 
ments in the per- 
formance and 
memory issues 
that were holding 
up the process. 
Walker expects the 
final version of 
DirectX 5 in late 
June with a Confirmed Kill beta following as 
rapidly as possible. 

There have been non-programming prob- 
lems as well. Eidos has allied with Total 
Entertainment Network to offer Confirmed 
Kill to the ‘net market. As usual with on-line 
game companies, TEN’s rapid growth 
caused some difficulties. Since Confirmed kill 
was Stalled by the DirectX situation, dedicat- 
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Bryan Walker at the controls of a 
Flying Nightmares 2 Harrier 


ed resources were shift- 
ed away from the pro- 
ject to deal with more 
immediate problems at 
TEN. Now that things 
are settling down, the 
game is receiving more 
attention and all should 
be ready for a third- 
quarter debut. 
Additionally, TEN 
changed its business 
model to a “flat-rate, 
unlimited play” pro- 
gram. That made it nec- 
essary to revamp all the 
hourly contracts previ- 
ously established 
between Eidos and its 
suppliers 
and contrac- 
tors. The 
result was a three month legal 
wrangle that has just ended. 

This legal rodeo was part of the 
reason that Alan Weiss has taken 
over administrative control of 
Confirmed kill. Bryan had been 
simultaneously trying to bring 
Flying Nightmares 2 to completion 
while developing the Confirmed 
kill programming and handling 
all the legal work. It was too 
much for one man to do, so now 
Bryan handles design issues and 
Alan does the contractual work 
on. As a side note, the Flying Nightmares 2 
and Confirmed kill groups are separate; the 
only shared work is in graphics, with both 
games using the same graphics engine. The 
flight models, weapons modeling and game 
design are different. Walker firmly restated 
his intent not to release Confirmed Kill as a 
“work in progress”. You won't have to wait 
repeatedly for the “next version” to finally 


Confirmed Kill in action — with the newest version of DirectX the 
last technical hurdle may have been passed, but business issues 
remain to be resolved 


get torque effects or flap drag modeling. 
The flight model, graphics engine and 
gameplay/design will be complete before 
you begin paying to play. It is a modular 
design, however, and new aircraft and mis- 
sions can and will be added easily. 

The last obstacle that the game will have 
to clear is the business model. Eidos esti- 
mates that if 200 players fly 24 hours a day, 
seven days a week at $2 per hour it will take 
five years to recoup Confirmed Kill's develop- 
ment budget. According to Bryan, the game 
was never intended as a huge money maker - 
its job is to establish Eidos’ place in the on-line 
market. When that market finally matures and 
begins to show potential, Eidos wants to be a 
well-known name. Still, Confirmed kill will have 
to show some promise to justify its expense. 
There will be a retail version at some later date 
and this will be critical to the game’s success. 

It isn’t vaporware and you shouldn't have 


much longer to wait to judge for yourself. 
—John Nolan 


Air Combat Advisor 


Part Ill: Making the Boom 'n' Zoom work 


[top to bottom] 


Unless you have a major E advantage over your enemy the climbing Zoom extension (red 
path) won't work. In reality the majority of Zooms you'll execute will be in level or slightly 


descending flight (green path) 


If your computer driven Al enemy is firing at you, know that 
you're still approximately within striking distance. Most enemy Al 
will not waste ammo most of the time (he knows exactly how far 


away you are) 


elcome back from the land of 
W abstract numbers. Last time we 
discussed the theory behind the 


counting method for Zooming. As I'm sure 
you've probably discovered by now there's 
quite a difference between Zoom theory 
and actual Zoom execution. Before we get 
back to our Zoom extension calculations, 
let's discuss some more of the problems 
you're probably encountering thus far. 


Zoom flume 

The most common problem you're likely to 
run across while Zooming is trying to follow 
the textbook Zoom - a climbing extension. 
I'll be up front about this — unless you have a 
major E (energy) advantage over your 
enemy, it won't work and you'll get your tail 
chewed into tiny pieces. While you may get 
away with such a Zoom on your first and 
possibly second pass (again, only if you have 
the E), the odds are very much against you 
doing it again without some serious E grab- 
bing beforehand. The reality is the majority 
of Zooms you'll execute will be in level or 
slightly descending flight. 


Reality bites 

Okay, | know you're saying it takes too long 
to regain E (climb) if you dive in your Zoom. 
This is true; BnZ'ing isn't wall to wall action 


By switching to the in-flight map/radar screen (if your sim has one) 
like this one in Pacific Air War:1942 during your extension, you can 
gauge your separation. It's not exactly realistic, but neither is the 

flat, 2-dimensional view you get through a monitor screen so use it 


if you've got it 


like Turn 'n' 
Burn dogfight- 
ing. It takes 
skill and above 
all patience to 
be a good 
BnZer. 
According to 
some 
accounts (and 
| only got this 
third hand 
because | wasn't around in WWII), unless 
warranted by a mission objective(s), BnZ 
attacks were little more than a couple passes 
at the enemy then everyone ran for home. 
This was regardless of whether all bandits 
were killed or not (especially if the odds 
werent in the attacker's favor). It was very 
rare for pilots to hang around until the bitter 
end if there was no real good reason to do 
this. This may sound pretty boring for air 
combat sims, but the alternative is hanging 
around and getting shot down with little 
hope of emerging victorious. While you 
think about that, let's get back to calculating 
the Zoom extension. 


Live and learn 

Unless you're using the Map method 
described below, as we mentioned last time, 
calculating Zoom exten- 
sions is a bit more of an 
art than a science. Let's 
talk about what this 
means. As previously 
discussed, after the 
merge begin counting 
to 30 before beginning 
your reversal, but don't 
take that number as 
being written in stone. 
One tip for dealing with 
computer driven Al 
(who knows exactly 
how far away you are): 
you can be assured that 
if you can see his tracers 
firing at you, he's 
approximately within 
striking distance. Enemy 
Al will not waste ammo 
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most of the time. Even if you've reached the 
magic 30 count already, continue your 
extension if you see tracers being fired at 
you and you have the E to get away. 
Reversing now would be a mistake. 

On the other hand, if you turn and find 
the enemy in your lap, extend your next 
Zoom by ten seconds, plus an additional five 
for every 50 KIAS (knots indicated air speed) 
slower you've become. Eventually, you'll 
work out some guidelines/system that'll 
work for you or at least will let you know 
when you're in trouble. While that may 
sound useless, the real benefit comes from 
learning when you're headed for trouble 
before you're actually in it. Not as good as a 
kill, but very valuable nonetheless. 


Map the gap 

The next method relies on the accuracy of an 
in-flight map/radar screen if your sim has one. | 
call it a radar screen because these maps show 
you information that would only be available 
from radar or satellite information. By switch- 
ing to these maps during your extension, you 
can gauge your separation. Not exactly realis- 
tic, but neither is the flat, 2-dimensional view 
you get through a monitor screen. 


Turn to kill 
You've probably noticed that you yield rela- 
tively few kills BnZ'ing exclusively. If you want 
to increase your kill to bullet ratio (and who 
doesn't?), you're going to have to turn with 
the bandit sometime or another. The secret is 
knowing when it's (relatively) good to do so. 
We'll talk a little about that next time. 

Until then, remember our BnZ motto — we 
came, we emptied our guns, then ran like 
hell. —Ben Chiu 
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X-Wing vs. TIE Fighter 


"She's got it where it counts, kid" 


ne of the first things to understand 
O about X-Wing vs. TIE Fighter is what it 

is not. It is not X-Wing 2 or TIE Fighter 
2. It's not a souped-up single-player extrava- 
ganza set in the Star Wars universe. It is not a 
vehicle for LucasArts’ narrative skill at 
threading together an ongoing story with a 
series of missions. It is not the end-all and 
be-all of deathmatch space fighter combat. 
It will not make your coffee in the morning, 
fix you up with hot dates on Friday night, or 
bring you untold wealth and fame. Once 
you've let go of any exaggerated expecta- 
tions, you can appreciate X-Wing vs. TIE 
Fighter for what it is: a solid 
and entertaining multiplayer 
space combat game that 
could have been better. 

First, the bad news. Not 
only could this game have 
been better, it could have 
been a lot better. In the past 
LucasArts has done a phe- 
nomenal job of living up to, 
indeed exceeding, pre-game 
hype. But perhaps the honey- 
moon is over and it's time for 
gamers to cast the same cyni- 
cal eye towards LucasArts 
that they have for the rest of 
the industry. The first indica- 
tion that all may not be well 
in this galaxy far, far away is the appearance 
of a gaudy "Totally Games" logo that looks 
like the "Biff" and "Pow" graphics from the 
Batman TV series. This is the company that 
Lawrence Holland, the creative mind behind 
X-Wing and TIE Fighter, formed to develop X- 
Wing vs.TIE Fighter. Where Totally Games’ 
contribution ends and LucasArts’ begins is 
anybody's guess, but someone, somewhere 
fumbled the ball and kept this title from 
being as good as it could have, indeed, 
should have been. 

There are a number of annoying short- 
comings. Taken alone they aren't signifi- 
cant, but there are enough of them to add 
up. For instance, when you enter hyper- 
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| got one! 


space, the effect of blurring stars is missing. 


When a game loads, the progress bar fills 
and empties multiple times. There is no 
speech behind the mission briefings. Many 
of the missions are directly ported from TIE 
Fighter. There's little variety to the sound 
bites during gameplay. There are no Death 
Star runs. There's an annoying two and a 
half minute wait before an unsuccessful 
TCP/IP connection times out. Customized 
missions are difficult to set-up and limited 
by the available scenarios. The two disks 
that come with the game are mislabeled. All 
these details indicate that corners were cut. 
While they certainly don't kill the game, 
they'll leave many players scratching their 
heads wondering what LucasArts was think- 
ing when they let this sort of sloppiness fall 
through the QA cracks. 


"Stay on target... stay on target..." 
But the biggest problem with X-Wing vs. TIE 
Fighter is a lack of shape, a feeling that 
there's no structure, nothing holding it 
together from inside. The included missions 


are simply scattered at 
your feet for you to pick 
up one at a time, in what- 
ever order you like, using 
whatever ships and 
weapons you like. Ina 
head-to-head combat, 
there's no reason for play- 
ers to use anything less 
than the best. This does- 
n't do justice to the spirit 
of the Star Wars universe 
in which the Empire 
throws masses of cheap 
TIE Fighters against a 
handful of the Rebellion's 


[top to bottom] 
It's away! 


superior ships. The game may as well be 
called A-Wing with Advanced Missiles and 
Chaff vs. Advanced TIE Fighter with Advanced 
Missiles, a Tractor Beam, and Chaff. 

This wouldn't be so bad if the system for 
score-keeping were more clearly defined, 
encouraging players to pilot weaker ships 
with less advanced weaponry. But the scor- 
ing is poorly explained and seems to only 
take into account success or failure regard- 
less of the tools you use. The kills, which 
determine your pilot's rating, are also poorly 
explained. Nowhere in the manual does it 
mention the difference between a kill (inflict 
at least 2/3 of the damage), a partial kill 
(inflict at least 1/3 of the damage), and an 
assist (a possible result if you inflict less than 
1/3 of the damage). 

The physics of "flight" in X-Wing vs. TIE 
Fighter have been completely revamped 
since the earlier titles. The ships behave as 
if they're moving through an atmosphere, 
requiring slower speeds for tighter turns. 
Although some might complain that it's 
now just a flight sim without gravity, this is 
a necessary concession to playability. 
Coupled with the excellent power manage- 
ment scheme and advanced targeting com- 
mands, this is by far the most sophisticated 
yet playable space sim available. Any 
attempts at "realism" would probably make 
for a less enjoyable and ultimately forget- 
table game. Do you remember the 
Microsoft Space Simulator or MicroProse's 
Mantis? Me neither. 


"| thought you said this thing was fast" 
The improvements to graphics are mainly 
the addition of texture mapping to the poly- 
gons, which takes its toll on frame rate. 


We'll have to destroy them ship to ship 


LucasArts’ claims that this engine is so fast 
that it doesn't need accelerator support are 
nonsense. This is especially troublesome in 
multiplayer situations, where poor connec- 
tions between mid-range computers are 
intolerable enough. Although the game the- 
oretically supports four players over the 
Internet (via Microsoft's Internet Gaming 
Zone, direct TCP/IP connections, or network 
emulators like Kali), even getting three play- 
ers connected is an iffy proposition. 
Fortunately, there's been enough kvetching 
that Holland has promised a patch to 
improve Internet connections and provide 
3D support by mid-August. 


"The force is strong with this one" 
Which brings us to the good news. X-Wing 
vs. TIE Fighter is, hands down, one of the 
most exciting multi- 
player games you'll 
play, if you play it 
right. One-on-one 
combats are pretty 
dull (turn, turn, turn, 
shoot, turn, turn, turn, 
shoot, repeat ad nau- 
seum), but coordinat- 
ed team missions, 
whether cooperative 
or competitive, are 
uniquely satisfying. 
There's nothing like 
leading a squadron of 
Y-Wings for a proton 
torpedo attack 


against a Star Destroyer, knowing that your 
buddy is curled up in a TIE Interceptor, try- 
ing to punch through your defensive screen 
of computer controlled X-Wings. There's a 
delicious terror when your opponent gets a 
missile lock and you're in a TIE Fighter that's 
about as sturdy as a Christmas tree orna- 
ment. | defy you to hold your heart rate 
Steady with another player as your wingman 
while the two of you fight to defend a sup- 


All wings report in 


ply depot from Imperial 
Gunboats. See how lit- 
tle you care about the 
game's shortcomings 
while you're protecting 
your friend's TIE 
Bomber squadron from 
marauding A-Wings 
with concussion mis- 
siles, hoping the power 
in your jammers holds 
out until they can get 
off their bombs. 


For along time, multiplayer gaming has 
meant multiple players plugging themselves 
into a vacuum and slugging it out between 
themselves. Games like Quake and Descent 
have made the term "deathmatch" synony- 
mous with "multiplayer", but X-Wing vs. TIE 


[left to right] 
| have you now 

They're coming in too fast! 
They'd be crazy to follow us 


Fighter allows players to join 
something much larger, more epic, 
more frantic, more confusing, more 
tense, more exciting. Something just 
plain more. You may not realize how 
much is going on until after you've 
been killed and you find yourself 
watching the rest of the battle from the 
map screen, biting your nails like a nervous 
Princess Leia during the Battle of Yavin. This 
sense of activity is what makes X-Wing vs. TIE 
Fighter truly special and what ultimately 
redeems it from its shortcomings. 


“lve made a lot of 

special modifications" 

But wait, there's more! You'll hear redbook 
audio at its finest (Complete with the 


aggravating stutter when the tracks 
change) as John Williams' stirring music 
trumpets from your speakers. At long last, 
your advanced controller suites will be fully 
Supported (with the exception of rudder 
pedals and a roll button that doesn't want 
to configure very well). You get two disks 
(careful with those labels) so you can play a 
friend with only one copy of the game. 
Listen to the unique sound cues for differ- 
ent engines at different speeds. Play with a 
variety of new weapons and countermea- 
sures (but even fewer ships than were pre- 
viously available). And as you play, you 
might even discover the occasional nice 
touch (for a little surprise, try flying behind 
a Capital ship's engines). 


— % 


X-Wing vs. TIE Fighter is not perfect, but it 
works well enough to provide all the excite- 
ment of watching the movies. Assuming this 
is what LucasArts set out to do, so in this 
regard, they've succeeded admirably. Now 
witness the power of an (almost) fully armed 
and operational multiplayer space combat 
simulation. -Tom Chick 


X-Wing vs. TIE Fighter 

LucasArts * www.lucasarts.com * 
Requirements: Windows 95, 9OMHz 
Pentium, 16MB of RAM, 4X CD-ROM = 
Multiplayer: 2-8 players, Internet, LAN, 
modem, direct serial 
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Jetfighter Ill Enhanced Campai 


More battles and jets from Mission Studios 


here is new conflicts in the world and 
the Rapid Deployment Force (RDF) 
has been called into action in this 
add-on mission disk for Jetfighter I/. New to 
the sim in this package are the F-14 Tomcat 
fighter and Phoenix air-to-air missile as well 
as over 5 million miles of new terrain in the 
Pacific Northwest and Far East. There are 
two new campaigns included: Seward’s 
Ghost, a ten-mission foray into Alaska, and 
Dragon Slayer, a 64-mission operation in 
China and Korea. 

Besides all the additions there have been 
substantial enhancements and fixes made in 
this version, some of which were already 
available in previously released patch. The 
entire joystick calibration routine has been 
completely revamped, making it easier to 
use and adding features such as afterburner 
control on the throttle. Manual targeting has 
been improved as well, making it easier to 
designate targets not stored in the mission 
plans. There are also more subtle changes, 
such as actual pictures of targets and threats 
in the briefings of the new campaigns and a 
working autopilot. 


Missions are very similar to the original 
with a good variety of air defense, strike and 
CAP missions. As in the original game there 
are several missions that are unique; taking 
out a propa- 
ganda-spew- 
ing radio sta- 
tion and pro- 
tecting the 
Alaskan 
pipeline make 
for very differ- 
ent combat 
assignments. 
Enemy pilots 
appear to be a little smarter and the missions 
can be more difficult, but unfortunately your 
wingmen’s intelligence has not been 
improved much from the original. 

There are several other disappointments 
with this add-on disk as well. The much 
hoped for 3D video card patch is still not 
ready, though Mission Studios is hoping to 
have such support available very soon. 
Another glaring omission is the lack of multi- 
player options, making this product probably 


4 Rapid Deployment Force carrier group 


<@ F-14 preparing for carrier take-off 


the only major recent sim not support- 
ing such features. However, if you 
enjoyed the original and like flying by your- 
self, this add-on has plenty going for it with 
intelligent and well-designed missions and 
plenty of airspace to cruise in. -Jim Pedicord 


Jetfighter Ill Enhanced Campaign CD 
Mission Studios * www.missionstudios.com * 
Requirements: Jetfighter 3 * Muliplayer: 
None 


EXPERIENCE THE ULTIMATE IN HIGHLY COMPETITIVE, 
IF YOU HAVE A SWORD, UNSHEATHE IT QUICKLY. 


MULTI-PLAYER GAMING! MOVE UP TO A HIGHER LEVEL OF 
CHALLENGE WHERE THE FUN NEVER ENDS AND TEST YOURSELF 


AGAINST THE BEST LIVE, THINKING PLAYERS IN THE WORLD! 


IF YOU HAVE A SHIELD, GET IT READY FAST. 


IF YOU HAVE A SPELL, CAST IT WHILE YOU CAN. 
LAST REQUESTS...IT MAY ALREADY BE TOO LATE!! 
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Hea of cours 


COMBAT SIMULATIONS 


WE BUILD SIMS BY THE BOOK 
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Comanche 3 


A beginners guide to stealth and weapons 


omanche 3 is the latest sequel to 
NovaLogic’s line of helicopter simula- 
tions. The enemy aircraft and ground 
vehicles in this simulation are numerous and 
deadly. This article contains hints and tips 
which will help you to master your 
Comanche. 


Make the most of your stealth 

The Comanche is designed to survive on 
the battlefield thanks to its LO (low observ- 
able) or stealth characteristics. Successful 
pilots (/.e., pilots that regularly complete 
their missions) are those who use these 
characteristics to their best advantage. The 
trick to beating the opposition is to remain 
undetected until just before you are ready 
to attack. 

Fly low. The lower you fly the more diffi- 
cult it will be for the enemy to detect you. 
Generally speaking, you should never fly 
much higher than tree-level. Obviously if 
you feel safe flying lower than 25 feet, do it. 
When entering large open areas it’s often 
safe to engage your altitude lock and drop 
down to 15 feet or less. 

Use terrain to your advantage. Keep ele- 
vated terrain between you and the enemy at 

all times. The 


enemy can't 
see through 
solid objects 


Beware of the seagulls; not 
just any “Easter egg,” they 
can damage your ‘chopper 
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nor can radar waves pass 


is an excellent way to stay 
hidden. The military calls 
this Oterrain masking.O 

Be sure to keep your 
weapon bay doors closed 
at all times. Your chances 
of being detected on radar 
are greater when the 
doors are open. 

Your weapon bay doors 
open automatically when 
you fire a weapon that is 
stored internally. Just 
remember to close them 
manually by pressing the <F> key when 
you're through firing. The word BAY appears 
in the lower right corner of your HMD when 
the doors are open. 

Some missions require you to fly with 
EFAMS (External Fuel and 
Armament Management 
System), large non-lifting 
stubby wings that have 
several hardpoints for load- 
ing stores. Flying with 
EFAMS is equivalent to fly- 
ing with your bay doors 
open. They give you room 
to carry more ammo but 
increase the likelihood of 
detection. You cannot jetti- 
son EFAMS so be prepared 
to complete the entire mis- 
sion in this distinctly non- 
stealthy condition. 

Another thing that spoils 
your stealth characteristics is flying with 
your landing gear extended. There’s no rea- 
son to have your landing gear deployed 
once you take-off. Check the lower right cor- 
ner of your HMD. If you see the word GEAR, 
your landing gear is down. As soon as you 
leave the ground, press the <G> key to 
retract your wheels. 

The enemy has a more difficult time spot- 
ting you at night. (Radar and IR sensors con- 
tinue to function normally, however.) When 
flying night missions, don’t silhouette your- 
self against the moon. The enemy will defi- 
nitely get a visual on you if you inadvertent- 
ly become a lunar eclipse. 


Choose the right weapon for the job 
The Comanche is no shrinking violet — it car- 
ries a formidable array of weapons. 
Unfortunately, in order to minimize its radar 
signature, the Comanche stores all its 
weapons in internal bays. While this 


through them. Flying down 
dry stream beds and gullies 


arrangement makes it harder to spot, it also 
limits the number of rounds it’s able to 
carry. The trick to getting the most from 
your weapons is knowing what ammunition 
to use and when. 

AGM-114 Hellfire: By far the most lethal 
weapon you possess, it is specifically 
designed to penetrate armored vehicles, 
but it can be used against hardened struc- 
tures, even flying targets, as well. Usually, 
one hit from a Hellfire is enough to destroy 
a target. While they are powerful, they are 
slow. Firing a Hellfire at a target that is far 
away gives the enemy plenty of time to 
shoot back. Another drawback to relying on 
the Hellfire is that there are never enough 
of them around when you need them. Use 
these weapons sparingly. Even when a 
FARP (Forward Area Rearming Point) is 
nearby you'll manage to launch all your 
Hellfires and be caught wishing you had 
just one more. 


Hydra-70 Use terrain masking to 
mm FFARs: approach targets; here the 
Your 70 mm hills piethironpina ip reac- 

. tor protect us from almost 
Folding Fin all oicund- based and many 
Aerial Rockets _ airborne threats 
are second, 


only to the Hellfire, in terms of lethality. 
These rockets do a lot of damage and they 
spread this damage over a greater area. 
They are most effective against soft-skinned, 
unarmored vehicles and un-reinforced struc- 
tures. Because they lack penetrating power, 
rockets are least effective against armored 
targets like tanks and APCs. Rockets are slow 
(although faster than the Hellfire) and have 
(at their maximum) a very short range. The 
biggest drawback to using rockets, however, 
is the fact that they are unguided. Your only 
aiming mechanism is the I|-beam pipper that 
appears on your HMD. Once you fire a rock- 
et, it's gone. Rockets are quite good against 
other helicopters. 


AIM-92 Stingers: The Stinger is a heat- 
seeking air-to-air missile. It is primarily used 
to shoot down enemy helicopters and air- 
craft but it can also be used (with limited 
effectiveness) against ground targets. While 
the Stinger is a Ofire and forgetO weapon 
(by virtue of its IR guidance) it lacks the 
precise accuracy of the Hellfire and the 
explosive power of a 70 mm rocket. (Always 
fire these missiles in pairs. It usually takes 
several hits from a Stinger to down an air- 
craft.) You can fire these missiles against 
ground targets, but don’t. Stingers are less 
effective when launched against targets 
that are below you. The warhead is simply 
not strong enough to do much damage. 
For these reasons, the Stinger should never 
be your weapon of choice. Launch them at 
air targets you encounter very early on ina 
mission. You'll want to save your good 
weapons for the really important mission 
targets you encounter later. 

The 20 mm Cannon: The chin-mounted 
20 mm cannon is a three barreled 
OGatlingO type gun. As you might imag- 
ine, it’s your most versatile weapon. It is 
effective against all types of targets, from 
hardened structures to aircraft — it’s partic- 
ularly devastating when used against soft 
targets like trucks or fuel tanks. Although it 
lacks the range of a Hellfire, 70 mm rocket 
or Stinger, at close range the cannon is the 
weapon of choice. It has a limited supply 
of ammunition (500 rds.) and boy, does it 
go fast! Conserve ammunition by firing the 
cannon in two or three second bursts. 
Besides having a limited ammo supply, the 
cannon has difficulty firing at targets 
which are higher than you. This sometimes 
forces you to 
gain altitude 
and become 
less stealthy. 
The cannon 
is also less 


You've taken out the 
ground targets; now take 
out the Hokkum with either 
a couple of Stingers or, if it 
gets close enough, rockets 
or your cannon 


External views can help you 
track your fire, and evalu- 
ating mission replays can 
help you analyze your 
methods 


accurate the faster you fly 
so if it seems that you are 
frequently missing tar- 
gets, switch to the <F6> 
external view. This view 
gives you a better look at 
exactly where your rounds 
are hitting. 

Artillery: One of the 
most powerful yet over- 
looked weapons at your disposal is 
artillery. Artillery can reach anywhere on 
the map with devastating results. Best of 
all, using artillery to strike a target doesn't 
give your position away. Once the mission 
starts you can check on the status of your 
artillery by pressing the <B> key. 
Remember, when you call for fire, the 
rounds impact at the location of the TD 
box when the call is made. For this reason, 
artillery is best used against static targets. 
If you need to call artillery in on a moving 
target (a column of tanks, for instance), be 
sure to target the lead vehicle. When the 
rounds begin falling they'll be landing on 
the back half of the column. 

Teammate: Your Teammate (Griffin Two 
Seven) is an important force multiplier if 
used correctly. Two Comanches are able to 
deploy more weapons in a shorter period 
of time. This allows you to establish fire 
superiority early on and cut down on the 
amount of return fire you'll suffer. Your 
Teammate is less concerned with stealth 
than you are. He likes to rush in after tar- 
gets and draw fire. If you see that the 
enemy is pre-occupied with your 
Teammate, it may be a good time for you 
to make your move on the objective. 


Fun stuff you might have missed 
Designers and programmers like to show 
their sense of humor by hiding things in 
the game and leaving it up to you to find 
them. See if you can track them down. 

Seagulls: Several missions 
in campaign four include a 
flock of seagulls near your 
Starting point. They can repre- 
sent a hazard to flight opera- 
tions. They can damage your 
helicopter if they fly into you. 
Although your TADS will not 
target these birds, you can 
shoot them with your 20 mm 
cannon or rockets. 

Sharks: Campaign four 
includes a couple sharks just 
in case you were considering 
going for a swim. Check out 
any wrecked ships you uncov- 


er. Chances are you'll find them surround- 
ed by some Great Whites. 

Soda Machine: Thirsty? There’s a village 
in campaign three that has a soda machine 
outside one of the buildings. 

BBQ’d Beef: Remember the cows in F-22 
Lightning II? Use your cannon to light ‘em 
up and your Team Mate will wonder out 
loud just what the heck you're doing. 


Tips from the testers 
Here are some assorted hints and tips that 
have been collected from Team NovaLogic 
Comanche 3 playtesters. 

Use TRGT HOLD mode: This mode allows 
you to Oripple fireO your missiles by auto- 
matically advancing to the next target 
once your current target is destroyed. Try 
using this mode when confronted by a 
group of targets. You can also cycle 
through the selected targets and delete 
any unwanted ones with the <Del> key. 

Chain Reactions: Try to take out multiple 
targets with a single shot. Look for oppor- 
tunities to set off chain reactions (explo- 
sions that carry over to new targets). 

Artillery Strikes: Don’t forget to use up 
your allotted fire missions. Coming home 
with fire missions remaining is a waste. 

Conserve ammo: Unless there is a FARP 
nearby, always be conservative when it 
comes to firing ammunition. You have a 
limited supply and it goes quickly. 

No matter how many flight simulations 
you've played in the past, Comanche 3 
takes time to master. Flying a helicopter is 
a difficult job, but it’s also extremely 
rewarding. So, here’s a little reward to get 
you over the rough spots: This is designat- 
ed a “Radio Cheat” (Single and Co-Op 
play). Type <R> during the game, then 
enter the COWZ, and time freezes for 30 
seconds for all non-human players. 

Use the hints and tips presented here to 
assist you in developing tactics and tech- 
niques of your own. Pretty soon, you'll 
notice that you are able to win your 
Comanche 3 missions on a regular basis. 
—Lawrence T. Russell 

[Russell wrote the manual for Comanche 3 
-ed] 
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British Open Championship Golf 


It all falls apart on the putting green — now that's realism 


.S. cyber-duffers might think they've 
tuned in to ABC when they first boot 
up British Open Championship Golf. 
That’s because Jim McKay, the voice of 
sports on ABC for as long as this reviewer 
has been watching has lent his presence to 
the product. That fits in perfectly with 
developer Looking Glass’ promise to pro- 
vide all the pageantry of the real British 
Open in their new golfing product. And, for 
the most part, ; , ; 
they’ve made good aaa 

on that promise. casein 
Only two courses 
are provided with 
the game, The Old 
Course at Saint 
Andrews where the 
Open got its start, 
and Royal Troon, 
where the modern 
tourney is played, 
and there is no 
course editor. 
Looking Glass has 
plans for additional 
courses eventually. 

As befits the title, w 
players will join a Cd 
full four day tourney , 
(options for shorter tournaments or single 
games are provided, as are a few game vari- 
ants). The course graphics show the gallery, 
the TV towers, and all the accouterments of 
a high profile golfing event. It’s a sharp con- 
trast to the solitude of a Links LS or Jack 
Nicklaus 4 course. 

What really matters, though, is what the 
game provides when you step onto the first 
tee. British Open uses the standard three 
click swing pattern. The marker speeds up as 
it travels along the swing path, making a 
dead-on accurate shot much more difficult 
than in any of the other golf games out 
there. There is not much forgiveness in the 
swing meter, which makes British Open a real 
challenge. Shot building is via stance and 
ball placement adjustment, and (eureka!) 
finally a golf game has a pre-programmed 
“bump and run” shot. 

Looking Glass makes much of its “interac- 
tive caddie” feature. In practice, this is a 
canned selection of advice and background 
on each notable feature of a hole. While 
interesting, it is hardly interactive, and the 
advice given seems tuned to pro-level 
golfers. If you're playing at a lower level, the 
caddie will recommend shots that you can't 
possibly pull off (due to the decreased 
length of a lower level player's drives). 

A truly interactive caddie would've been a 
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[clockwise from top] 


At the start of each hole play- 
ers get an overview of the chal- 
lenges to come 


The leader board appears 

between holes. The announcer 
just proclaimed "We have an 
Australian in the lead." Ooops! pun 


Contours are way too hard to 


: hewmo 
pick out 


Spire aer 


great help on the greens, where British Open 
runs into real problems. On the one hand, 
the putting swing meter has feet measured 
off on it —- a pleasant surprise to those of us 
used to having “wing it” in competing 
games. On the other hand, reading the 
greens is next to impossible. The graphics 
are not detailed enough to indicate most 
breaks, and the grid is of almost no help, 
either. The voice announcers will sometimes 
help, saying something like “he'll have to 
aim well left to sink this one,” but this is the 
exception rather than the rule. Worse is 
when they say “with this strong break he'll 
have a difficult shot here” and you have no 
idea which way the break they're talking 
about goes. This is an incredibly serious flaw 
that takes British Open Championship Golf 
out of contention for the gold cup. 

Just to add insult to injury, there are a few 
other problems that exist throughout the 
game, but are most intrusive on the putting 
green. First, the aiming point matrix is way 
too granular, making fine tuning your aim 
impossible; in other words, the aiming stick 
jumps too far as you try to move it slightly. 
Also, you bring up the swing meter by click- 
ing on the graphic of your golfer. If you want 
to aim at a point that is blocked by the 
graphic, you have to drag the aiming stick in 
from one side. It’s all too easy to forget this 
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CHAMPIONSHIP & 


Tr . 
LE "Dyke" 


Pay 4 411 yards 


The 2nd hole introduces the player to one of the major 

weapons the Old Course uses against her adversaries, they 

bag This hole is o y Of) 
trouble fies concealed fr 


STRATEGY 


St Andrews 
Round 1, Hole 6 


Eve 
JESPER PARNEV 
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and start a swing when you're intending to 
only aim. 

British Open Championship Golf is rev 1.0 
of this golfing engine. Those of you who've 
been around for long enough will recall 
these same kinds of problems in Links 1.0 
and Jack Nicklaus Golf 1.0. This isn’t offered 
as an excuse, but as a hope for the future if 
Looking Glass chooses to continue pursuing 
this genre under their own name (they've 
worked on some PGA Tour products for EA 
Sports in the past). It should also be men- 
tioned that Looking Glass seems committed 
to patching the product, and a better 
putting grid would make a world of differ- 
ence. As it stands now, the strength of this 
game lies in the course modeled. Listening 
to what the commentators and the caddy 
have to say about each hole will give you a 
deep understanding of the course. For those 
of you who just want to play some golf, 
though, Links LS and Jack Nicklaus 4 are bet- 
ter choices. - Peter Smith 


British Open Championship Golf 
Looking Glass Technologies ° 
www.lglass.com * Requirements: Windows 
95, 60MHz Pentium, 12 MB RAM, 2X CD- 
ROM + Multiplayer: Hot seat 


Ten Pin Alley 


The finest bowling game on the market 


Howler—selection 


apin 


RIGHT 
HANDED 


owling. On your PC. Hey, 
a quit giggling. You proba- 
bly play golf on your PC, 

don’t you? PC golf games are an 
apt comparison for Ten Pin Alley, 
since it shares the approach of 
those more socially acceptable 
sports games in that it tries to 
simulate something that 
requires timing and skill. Using a three-stage 
power meter (spin, power and release point), it 
manages to replicate the skill of bowling with- 
out being impossible or overly complicated. 

But it is incredibly challenging. Rather than 
go with canned animations or a bunch of pre- 
programmed outcomes like Alley Cats (still 
the finest strip-bowling game on the market), 
Ten Pin Alley has a full 3D physics model that 
calculates ball speed, rotation and lots of 
other things that cause pins to fly. They're 
quite impressive to watch, though it some- 
times looks like they cut away from the pins 
too fast, just as that final pin is about to fall. 

Visually, the game looks appropriately stu- 
pid, though that in no way should demean 
the complexity of the simulation. The game 
uses wacked-out 3D polygonal graphics to 
represent the bowler, though tragically they 
elected not to support Direct3D (that, of 
course, was a joke). The music is incredibly 
cheesy, mimicking the impression one has of 
a real bowling alley (it ain’t like that in reality, 
but who cares, because you'll turn off the 
music after a few minutes anyway). 

With Internet play (just type in the IP address 


The 
bowling interface in all 
of its glory 


Tune your bowler to 
your heart’s content 


3D polygonal pins. Too 

bad there’s no Gouraud 
shading, bi-linear filter- 
ing or other useless 3D 

effects 


of the server and you're off), leagues, tourna- 
ments and really big hair, Ten Pin Alley is aston- 
ishingly good. While bowling on your PC is ulti- 
mately a bit repetitive (more lanes, with varying 
quality surfaces, may have helped), at least you 
don't have to wear ugly shoes in order to play it 
Steve Bauman 


(Hawaiian shirts are optional). - 


Ten Pin Alley 

ASC Games * www.ascgames.com * 
Requirements: Windows 95, 75MHz Pentium 
or higher, 8MB of RAM, 2X CD-ROM + 
Multiplayer: 2-10 players, Internet 


“This game is SUPER. If you want to 
Sleep, don’t play Baseball Mogul. 
You won't be able to stop.” 

- Pierre Dumont, player 


“It’s extremely difficult to stop 
playing. You feel like you're 
behind the GM's desk, making 
Calls, barking out orders, and 
then watching the results. The 
still photos for news events 
and city shots were well done . 
and added to the richness of 
an all-around high-quality 
sports strategy game.” 


- The Ultimate Video Game Reviews 


Full Financial Engine 
th se GMs 


| yop Notch Simulation 
More than 1200 players 
each with over 00 Stats 


Detailed News Stories 
Blockbuster trades, per- 
& fect games, injuries, MVPs 


“Like all our favorites, Baseball 
Mogul looks like it will find a 
home among the true gamers.” 


- Sidelines Magazine 


1997©lnfinite Monkey Systems, Inc. 
All rights reserved. 
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Hercules Stingray 128/3D 


The Rush arrives 


here are two schools of thought con- 
cerning 3D accelerators, and both of 
them are right. The first comes from 
companies like Diamond and Orchid, who, 
with their Monster 3D and Righteous 3D 
respectively, feel that users like having two 
separate cards for their video needs, that 
gamers on the whole are happy with their 
tweaked (or not) 2D performance and don't 
want to dump their current cards just to get 
3D. The other school suggests that users 
don’t want the hassle of having to deal with 
two cards, 
two sets of 
drivers, and 
the annoy- 
ance of 
upgrading 
drivers for 
one card and 
having to 
readjust the 
other (it hap- 
pens). The 
3Dfx 
Company fig- 
ured this out 
a while ago 
and dubbed 
their all-in- 
one solution 
the Voodoo 
Rush. The first such card is Hercules’ Stingray 
128/3D. This is a 6MB (two just for textures) 
monster of a card with a 128-bit Alliance 
ProMotion-AT3D 2D/3D graphics & multime- 
dia processor to handle the 2D stuff and, of 
course, the Voodoo 3Dfx chipset for maxi- 
mum 3D performance. 

That said, it’s important to note what this 
card isn’t. It isn’t the next generation of the 
3Dfx chipset. The only differences between 
the Rush and the standard Voodoo chipset 
is that a Rush card can perform 3D accelera- 
tion in a window and it requires a new ver- 
sion of the Glide application that is used in 
all 3Dfx games. Programs that use this new 
Glide (currently v2.3) are compatible with 
both chipsets, but despite previous infor- 
mation to the contrary, the Rush board can- 
not use games that were done with the old 
Glide, which would be any 3Dfx game 
released prior to May of this year. Since 
they've gone out of their way to get as 
many Rush game patches as possible, this 
shouldn't be a problem for the most part. 
Some games, however, seem unlikely to be 
patched, and while it’s doubtful any one 
will cry over the lack of a Starfighter patch, 
the lack of a Rush version of MechWarrior 2 
is unfortunate. At press time, patches for 
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Descent 2, POD, Tomb Raider, 
GL Quake, VR Soccer and 
Whiplash are all confirmed. 
Most other older games should 
have patches as well by now 
(check both the game’s site 
and 3Dfx’s patch site, 
www.3dfx.com, for more infor- 
mation). 

In terms of 3D performance, 
the Stingray performs as it 
should — equivalent to the 3D- 


only 3Dfx cards, which 
is to say “awesome.” 
The 3Dfx chipset is inar- 
guably the best 3D 
hardware on the market 
for gamers at the cur- 
rent time. So good, in 
fact, that it’s used in the 
arcade now. Direct3D 
support is excellent as 
well, and even with the 
current shipping drivers, overall perfor- 
mance is essentially the same or very close 
to its 3D-only counterpart. 2D performance 
is equally as impressive. The 128 bit AT3D 
provided results that generally stayed at 
around the same level as Hercules’ excep- 
tional 4MB Dynamite 128/Video. On the test 
machine (a P200 MMX system with 32 Megs 
RAM), the Build engine games such as 
Redneck Rampage and Shadow Warrior had 
frame rates that stayed at around a stable 
27-30 fps at 640x480. The drivers could, at 
this writing, still use some optimization to 
tune their performance. 

The Stingray 128/3D comes with two full 
games and a demo of LucasArts’ Shadows of 
the Empire (the Nintendo 64 title, a trend this 
writer hopes will continue). Psygnosis’ bet- 


Pandemonium lacks texture filtering, but still looks 
sharp and has plenty of old fashioned hop n’ bop 
gameplay 


MotoRacer GP, one of the few games that runs acceler- 
ated in a window. Hopefully, it will be out by the time 
you read this 


ter-than-the-arcade formula racer, Formula 1 
is stunning on the Rush (though it requires 
you to manually delete the old Glide file in 
the game’s directory in order to play it) and 
a superb pack-in choice. The other title, 
Crystal Dynamics’ Pandemonium, is a more 
questionable choice - it’s a solid platformer 
along the same lines of Sony's Crash 
Bandicoot (a 3D world, but only a 2D play 
field), is rippingly fast, but totally lacks tex- 
ture filtering and the textures have a blocky 
and unrefined look compared to most accel- 
erated games. 

The bottom line? If you’re looking for an 
all-in-one video solution for your gaming 
needs, this is simply the card to get; and 
will likely be for some time to come. 
—Jason D’Aprile 
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SCIENCE of 


GOLF 


j ntroducing the Links LS 1998 Edition. The 
forces of art and science have 


combined to produce a golf 
experience like never 

before. This new version 

of the Codie Award winning 
golf simulation is packed with 
over 25 new features! Here’s just a few: 


Notice the new waving flags, birds, =" 
airplanes and other background 
animations with up to 8 of your 

friends over expanded 
internet play! 


Brace yourself for lightening-fast redraws, main 
view in a window capability, and up to 8 additional 
“smart” camera views. 


Our course designers have given even 
more attention to detail including new 
water reflections, improved textures 
and enhanced sky backgrounds. 


=a) Se Ge «Phone Toll-Free 800.800.4880 © Fax 801.359.2968 
se Oe We Website—http://www.AccessSoftware.com 
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State of the magazine 

Although | am sorry to see Steve Wartofsky 
leave your publication, | know that change is 
inevitable. | really enjoyed the work he did 
for your magazine and look forward to his 
endeavors in other parts of the industry. 

As far as the “good ‘ol times,” all | have 
ever found in your magazine are the best 
reviews available and fantastic coverage of 
the whole computer gaming industry. Some 
other magazines seem to have gone the way 
of mediocrity and are afraid of telling us 
exactly what the games they reviewed are 
about and giving honest opinions about 
them. Although | may not always agree with 
a review, at least | know that the person 
reviewing it in your magazine has played it 
through and will give me an honest reckon- 
ing of what the game is about. This is the 
most important part of your magazine! You 
can change the layouts, amount of reviews, 
previews etc., but please don’t change the 
high caliber of your reviewers! As in any- 
thing, quality over quantity! 

| can honestly say that there is not a sec- 
tion of Computer Games Strategy Plus that | 
don’t enjoy and read several times through. 
(well, some of the advertising can get pretty 
lame... what’s up with the pages that have 
“advertisement” on the top? Duh!) Keep up 
the fantastic work. 

Phil Batson 
Via Internet 


Praise and hate-mail for July 

It’s late, and I’m a bit moody, but | would 
just like to say, your Ultima Online story, is 
the best I’ve seen.... Trust me, I’ve read PC 
Gamer, Online Gaming Review, Gamespot, 
and a few paragraphs in many other maga- 
zines and pages. 

Great layout, great writing, YEAHHH!!! | 
hope to see your representatives out in the 
Ultima Online field. Till then... 

Brook Seaton 
Via Internet 


| thought that your article about Test Drive: 
Off-Road was inaccurate [CGS+ 80]. The game 
is difficult to master, but after you do master 
the control the game becomes very interest- 
ing. The reward of bonus vehicles and tracks 
brings even more of a challenge. But, | guess 
Steve Bauman doesn’t want to spend more 
than ten seconds on one game. Although the 
review did have some valid points, it was very 
biased from an ADD afflicted writer. 

Clayton Parker 

Via Internet 


Steve Bauman responds: You got me. | don’t 
like math. | liked it in high-school, but once | 
got to college | decided to be a pretentious lit- 
erary snob and tried to get an English degree, 
and... by the way, what does addition have to 


do with Test Drive: Off-Road? Oh, you meant 
Attention Deficit Disorder... well, OK, uh, what 
were we talking about? 


Online harassment 

A topic of growing interest to many con- 
sumers of online games is the quality of cus- 
tomer service and enforcement of terms of 
service agreements. 

3DO’s Meridian 59 is a case in point. On 
one server that | know of, there is a small 
group of people whose admitted objective 
is to “destroy” the game and “get back” at 
3DO. Among their actions (all forbidden by 
the agreement) are excessive killing, person- 
al harassment, and sexual harassment 
including cyber-sexual assaults. 

These environments are growing past the 
‘experimental’ stage and are now commer- 
cial consumer products. Of interest to pay- 
ing customers is the quality of customer ser- 
vice in response to the sort of problems out- 
lined above and methods to achieve redress 
for these problems. 

| think raising and investigating these 
concerns is something gaming magazines 
could valuably do for their readers. 

David Colburn 
Via Internet 


Well? Is this a topic you'd like us to explore? -ed 


Loathe that violence 
My son just bought a copy of your magazine 
and | find it extremely offensive. He is fearful 
he will be cut off, but that is not my purpose. 
The violent images you portray are extreme 
and dangerous. No wonder kids don't realize 
there are other ways to settle things. Your ad 
with the calf [Redneck Rampage ad -ed] was 
horrible and | feel that if your advertisers 
continue they should be prepared to take 
part of the blame the next time there is a 
tragedy involving young or unbalanced indi- 
viduals who have access to these games. You 
have sold out to the basest instincts and 
least human. Shame on you. 

Sue Schwab 

Via Internet 


You should see some of the games. -ed 


| just bought an issue of Computer Games 
Strategy Plus. | have to say that | find the 
games covered in the magazine to be repul- 
sive! I'm not sure why you people like this 
stuff — it would surely have appeal to a limit- 
ed audience. 

Fred Bunch 

Via Internet 


You should see the ads. —ed 


Hi. My name is Nick Shahid and I’m 9 years 
old. | just got your magazine a couple days 


ago. | got the demo Blood and some others. | 
loaded Blood up and | played a couple uh 
[sic] times and then | thought to my self, 
why am | playing this crap? | gotta admit 
that it was the most violent, nasty, most sick- 
est game I’ve ever played. Then | thought 
what piece sucking crap made this game. | 
got Area 51 and Doom but there was some- 
thing weird about Blood. Finally | found out 
that it was so realistic that | couldn't take it 
so | smashed the CD up and deleted it from 
my computer. Really when you walk around 
the levels | was thinking what would God 
think of this. All the levels look like you're in 
hell. I'll bet you that it was at least as violent 
as Carmageddon. 

Nick Shahid 

Via Internet 


Blood is like a Disney game compared to 
Carmageddon. -ed 


To laugh or not to laugh 
A unique physical condition causes great 
amounts of pain to my person when | laugh. 
Giggles, titters, and chuckles easily double 
me over. Guffaws, chortles, and the like keep 
me in stitches... literally. For my own safety, 
| must never read Tim Royal again. 

Peter Whitley 

Via Internet 


| must admit I’m not a loyal reader of your 
magazine, but my brother is so | read his 
copy monthly. The first thing | find lacking in 
your magazine is humor. The second is orga- 
nization. | feel like the reviews are scattered 
throughout the magazine. 

John Novatnack 

Via Internet 


The reviews are separated by genre; however, 
if you would rather see them in one section, 
like everyone else does, let us know and we'll 
consider making that change. However, others 
like the organization... -ed 


My husband and | are grateful for your mag- 
azine. It saved us from buying Privateer 2, 
which we have heard from you and other 
sources is a waste of money. | like how your 
magazine is designed. It is very easy to 
understand. We now live by your reviews 
and we don’t buy anything unless it has 
three stars. In the world of software, because 
you can’t bring anything back once it is 
opened, your magazine makes our purchas- 
es a little wiser. 

Kathy & Dave St. Martin 

Kenosha, WI 


Send all correspondence to editor@cdmag.com 
Letters may be edited for space considerations 
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They called it the Korean "Conflict." But 


we'll let you be the judge. Put yourself in 
the pilot seat of an F-86 Sabre jet, fly one 


of its 45 missions ripped directly from the 
THIS FAL] () pages of history, and engage in brutal 
combat with a MIG-15 while a pack of 


WINDOWS? bogeys blast away at your tail. Then tell us 
if you think it's still a "Conflict." 


SABRE ACE: Conflict over Korea is a trademark of Virgin Interactive Entertainment, Inc. © 1996, 1997 Virgin Interactive Entertainment is a registered 
trademark of Virgin Enterprises, Lid. Microsoft, Windows and the Windows Logo are registered trademarks of Microsoft Corporation. 
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Four New Campaigns 
And Storylines 


Artifacts, And Events 
20 New Stand Alone Maps 


Network, Modem, And Inter net | 
Team or Competitive Play For 
Up To Six Players — 
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